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Containing the Court Games, viz. OmBRE, 
Picquet, Basset and CuEss, 





HE Game of Ompre owes its In. 
vention to the Spaniards *, and has 
in it a great deal of the Gravity 

peculiar to that Nation. It. is called £2 
Hombre, or, The Man.. It was fo named, 
as requiring Thought and Reflecticn, which 
are Qualities peculiar to Man; or rather, 
alluding to Him who undertakes to play 
the Game againft the ref? of the Gamefters, 
and is called, Te Man. To play it.well, 


* Tt is an Improvement of a Game called Primero, 
formerly in great Vogue among the Spaniards. Primero 
is played with Six Cards, Ombre with Nine; that being 
the material Differences for as to the Terms, they are 
moftly the /ame. Hz who holds Cinguo Primero (which 
is a Sequence of Five of the Je Cards, and a good Trump) 
is fure to be fuccefsful over his Adverfary. From whence 
the Game takes its Denomination. 


ré- 
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requires a great deal of Application; and 
let a Man be ever fo expert,- he will be apt 
to fall into Miftakes, if he thinks of any 
thing elfe, or is difturbed by the Converfa- 
tion of thofe that look on. 

Attention and Quietnefs are abfolutely .ne- 
ceffary, in order to play well. Therefore, if 
the Spectators are difcreet, they will be fa- 
tisfied with the Pleafure of feeing it played; 
without diftracting the-Gamefters. 

What I have faid, is not to perfuade any 
who have a mind to learn it, that the Plea- 
fure is not worth the Pains: On the contra- 
ry, it will be found the moft delightful and 
entertaining of all Games, to thofe who have 
any thing in them of what we call the Spirit 
of Play. 

There are many Ways of playing at Om- 
bres it is fometimes played with Force Spa- 
dille,or E/padilleForce; fometimes by Two Per- 
fons, fometimes Three, fometimes Four, and 
fometimes Five; but the general Way is by: 
Turee. Of this kind of Play we fhall treat 
firft, the reft we {hall explain in their Turns. 





The Number of the Carns. 


a 


HE Game is played with 40 Cards: 
You.may buy Packs made up.on pur- 
pofe for this Game; otherwife you may 
take 
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take an entire Pack, which confifts of 52 
Cards, and throw out all the Eights, Nines, 
and Tens, of the Four Suits, which make 


12, and there will remain 40; this is an 
Ombre Pack. 





The Natural Order of the Carns. 


Hat I call the natural Order of the 
Cards, is, their feveral Degrees when 
they are not Trumps. 

The Term Trump comes from a Corrup- 
tion of the Word Triumph; for wherever 
they are, they are attended with Conquett. 

Of Cards there are two Colours, Red and 
Black; the Black are Spades and Clubs. 

The Order of Spades and Clubs is the fame 
as in other Games, in a natural Defcent: 
King, Queen, Knave, Seven, Six, Five, 
Four, Three, Two. 

It is to be obferved, that the Two Black 
Aces are not reckoned in their natural Or- 
der of the Cards among their own Suits, 
becaufe they are always Trumps; as we thall 
explain hereafter. 

The Two Red Colours are Hearts and Dia- 
monds, which in their Order are quite con- 
trary to the Black; but this Difference is 
foon underftood. 

The King, Queen, and Knave, keep their 

B 2 natural 
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natural Ranks, but the reft are quite re- 
verfed ; for the loweft Card in the Red Suits 
ftill wins the higheit. 

To comprehend this at one View, and to 
fee every Card’s Value, perufe this Table. 
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Rep. Brack. | Obferve, that there 
King King are Ten Cards in 
Queen Queen Red, and but Nine 
Knave Knave in Black, by rea- 
Ace Seven fon, the Black Aces, 
Duce Six which are always 
Three hive Trumps, are not 
four Four to be reckoned, 
five Three 

Six Duce 

Seven 





The Order of the Carns when they are Trumps. 


T is neceflary to remember, that the 
Black Aces are always Trumps, let us 
play in what Colour we will: Thus whe- 
ther Hearts, Diamonds, Clubs or Spades be 
Trumps, the Ace of Spades is always the 
firft Trump, and the Ace of Clubs the ae 
The Ace of Spades is called Spadille, o 
Efpadille; the Ace of Clubs Ba/fto. 
Thus the firft and the third Trump are 
conftantly fixed, then the only Difficulty is 
to find out the fecond. It 
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It. is to be obferved, that whatever Co- 
lour we play, that which is the worft Card 
in its natural Order (that is to fay, when it 
isnot Trumps) becomes the fecond Trump 3 
as the Duce of Spades, when we play in 
Spades, is the fecond beft Trump, and is 
called Manille; and the Duce of Clubs, when 
Clubs are Trumps.. 

When we play in Red, the Seven of 
Hearts, or Seven of Diamonds,. is the fe- 
cond beft.Card ;: that is to fay, the Seven of 
Hearts when we play in Hearts, and the 
Seven. of Diamonds when we play in Dia- 
monds; and is likewife called Mauille. 

There are;. as-we have fhewn, four M/a- 
nilles upon-the Cards; that is to fay, two in 
Red, and two in Black; but they are never 
called Manilles, but when the Suits to which 
they belong are Trumps: As for Example, 
when we play. in Spades, the Duce of Spades 
is Manille ;- if in Clubs, the Duce of Clubs ; 
if in Hearts or Diamonds, it muft be the 
Seven. 

There is one Obfervation remains; which 
is, concerning the Red Aces when we play in 
Red, we mutt take notice that they change | 
their Place. 

Thus when we play in Hearts, the Ace of 
Hearts takes place of the King, and is the 
fourth Trump; as likewife does the Ace of: 
Diamonds when we play in Diamonds; and. 
are called Puntoes. B. 3 But: 
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But it muft be remembred, that it is only 
when they are Trumps, that they are called 
by this Name; at any other Time they are 
only in the Degree we have placed them in 
the foregoing Table. 

For the better underftanding the Nature 
of the Trumps, obferve the following Ta- 
ble, where they are placed in their Order. 


Rep. BLack, 
Spadille, Ace ofSpades| Spadille, Ace of Spades 
Manille, the Seven. |Manille, the Duce. 
Bafto, Ace of Clubs. |Ba/to, Ace of Clubs. 
Punto, the Red Ace. 


King King 
Queen Queen 
Knave Knave 
Duce Seven 
Three Six 
Four Five 
Five Four - 
Six Three 


Thus you may fee by this Table, that 
there are 12 Trumps in Red, and but 11 in 
Black, 
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How the Trump is made. 


HE Trump at Ombre is not made by 
turning up a Card, as at other Games. 

But after the Cards are dealt, every one 
examines his Game, and fpeaks in his Turn. 

For Example, we will fuppofe that you 
are Eldeft Hand, and that you have for 
Game, Spadille the Ace, and Maznille the 
Duce of Spades; Bajto the Ace of Clubs, 
the 7 and the 3 of Spades; you will find, 
upon Examination, that you have three 
Matadores and two Trumps, which is a very 
good Game: We will fuppofe that the o- 
ther two have no Game at all; you are to 
ask if they play, that is underftood if they 
play without taking in; which we fhall ex- 
plain hereafter. They anfwer, Vo: Then 
you are to fay, Spades are Trumps, and make 
your Difcard accordingly. This is the 
Manner of making the Trump. What I 
fay of the Eldeft Hand, is the fame with 
the other two, when thofe that are to fpeak 
firft, have faid, Pa/s. 

Thus the Trump is made by him who un- 
dertakes the Game, in whatfoever Suit he 
finds his Game the ftrongeft. 

But the Perfon who plays muft always 
name the Trump, before he looks at the 
Cards he takes in, for if he fhould happen 

B 4. to 
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to turn them up, tho’ he fhould not fee them 
before the Trump is named, then either of 
the other Two may name it; and he fhalf 
be obliged to play in that Suit, let it be 
what ic will. 

If the Ombre fhould name two: Colours at 
the fame time, then the Perfon who fits at 
his Right Hand fhall chufe which of thofe 
two Colours he thinks fit, and the Ombre 
fhall be obliged to play in that Suit. 

In this Cafe the Ombre fhall have the Li- 
berty of looking at his Di/card 5 and if he 
has put out any of that Suit which is named 
for him, he may take them in again, pro- 
vided the Cards he took in are not joined to 
the reft of his Game: If fo, he has not this 
Liberty. 

The Perfon who undertakes the Game, 
is called the Ombre. 

It is necefflary to be very exact in naming 
the Trump: For Example; if a Perfon who 
intends to play in Clubs, fhould fhew three 
Cards that he puts out, a Heart, a Spade, 
and a Diamond; and fay, You may know 
my Trump by what I putout; this willnot 
be fufficient, and the others may name it, 
as if he had not fpoke at all: For fome- 
times in that Cafe a Man may put out a 
‘Trump to deceive others. 

All thefe Formalities are grounded upon 
Reafon, therefore Miftakes muft fall to the 
Preju- 
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Prejudice of him who makes them; becaufe 
it: is fometimes difficult to difcern between. 
Miftake and Defign, and if thefe were per-- 
mitted to be retracted, it would give Occa-- 
fion to a great deal of unfair Play, there- 
fore all Equivocations are difallowed. 

If.after the Ombre has looked at the Cards. 
he takes in, he recoilecéts that he did not 
name the Trump; if the other two fhould 
forget to fpeak before him, he may name it 
then without incurring any Penalty. 





Of the Matadores, and their Privilege. 


YHE Word Matadore, in Spanifh figni- 
‘| fies Murderer; they are fo called be- 
caufe they never give Quarter. 

There are but sbree Cards that are pro- 
perly called Matadores; thefe are Spadille, 
Manille, and Bafto; which are three princi- 
pal Trumps in whatever Suit we play. 

Spadille is always the Ace of Spades. . 

Mauille, as we obferved, is not fixed, but: 
changes according to the Colour we play in, 
as in Red itis the Seven, in Black the Duce. 

Bafto, is always the Ace of Clubs. 

The Privilege of a Matadore, is, that it is 
not obliged to pay Obedience to an inferior 
Trump; that is, you are not obliged to 
play it, tho’ a Trump lead: One Example 
will make this plain, Bs Sup- 
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Suppofe I have in my Hand Baffo, with- 
out any other Trump, and the Leader fhould 
play the King of Trumps, I am not obliged 
to play my Baffo, but may play any other 
ordinary Card that is not a Trump. 

Here the King is inferior to Baffo; but if 
the Leader fhould play Spadille, or Manille, 
there Baffo muft come down, if you have 
no other Trump; for every Card mutt pay 
Refpect to its Betters. 

But you muft obferve, that Spadille, or 
Manille, muft be the Card firft played. 

For Example; if I have Ba/to unguarded 
in my Hand, and am to play laft; if the 
Leader fhould play the King, and the fe- 
cond Spadille; here I am not obliged to play 
Bafio, becaufe Spadille did not lead. 

Another Privilege of Matadores, is, that 
whoever has them fhall be paid a Counter 
for each, by the other two Gametters. 

But it is only the Ombre that can be paid 
for Matadores, nor is he to be paid for any 
Number lefs than Three. 

Formerly, if the Ombre was Beafted, and 
the Matadores were in another Hand, he 
was obliged to pay to that Perfon who had 
them ; but this is out of Ufe now. 

So if I lofe the Game with three Matadores 
inmy Hand, I am to pay three Counters 
toeach of my Antagoniftts. 

Hitherto we have only fpoke of thefe 
three 
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three Matadores, Spadille, Manille, and Bafto: 
but it muft be obferved, that thofe Trumps: 
which immediately fucceed thefe, when they 
happen to meet in the Hands of the Ombre, 
ufurp the Name of Matadores, and mutt be 
paid as fuch. 

For Example; if I have Spadille, Manille; 
Bafto, Punto, King, Queen and Knave; I have 
feven Matadores, and muft receive. feven a- 
piece from my two Oppofites: And if the 
Duce and Three fhould be joined to thefe, 
they make nine, and I muft be paid accord- 
ingly; but this is to be underftood if we 
play in either of the Red Suits. 

There can be no Punto, when we play in 
either of the Black Suits; becaufe the Aces, 
which are the Punto’s in Red, in Black are 
otherwife diftinguifhed. 

Thus when the Ombre wins his Game, he 
muft be paidtfor his Matadores, whatever 
Number he has; if he lofes he muft pay 
the others, ftill obferving that thefe Mata- 
dores mutt be Sequents, otherwife they are 
not to be paid at all. 





The Manner of Difpofing the Game. 


Here is no Neceffity for marking up 
your Game at ‘this Play, becaufe eve- 

ry Deal decides the Game; however, Coun- 
B6 ters 
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ters muft be ufed inftead of Money, to mark 
the Stakes you play. for. 

You muft diftribute to every Player a 
certain Number of Fifhes or Counters; fup- 
pofe nine Fi/bes and twenty Counters to each: 

A fi/h is a Counter made in the Shape of 
a Fifh, to diftinguith it from the other Coun- 
gers, and is generally made to be worth ten 
Counters. 

The next thing to be fettled, is the Price 
of your Counters, which muft be according 
to the Sum you intend to play for, as a 
Crown, Half a Crown, a Shilling, or Six- 
pence each, . 

The Deal is fettled thus. One Perfon 
taking the Pack, turns up a Card in the 
middle of the Table; and afterwards gives 
a Card a-piece round, and whoever has the 
higheft Card of that Suit which lies in the 
Middle, is the firft Dealer. #Another Way 
is, by giving Cards round, and whoever 


has the firft Black Ace, deals firft. 





The Manner of Dealing. 


K 7 E have explained to you the Value 
of a fifo; now you are to lay down 

One a-piece before the Deal begins, 
After the Déaler has fhuffled-the Cards, 
he muit lay them downto be cut by the Fst 
on 
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fon on his Left Hand, and then deal, by 
giving firft to the Perfon on his Right Hand. 

This Way of Dealing is peculiar to this 
Game; at all other Games you.begin at the 
Left. 

The Dealer is to give three and three 
round, till he has dealt nine a-piece. Ob- 
ferve,, That if he fhould, by Miftake, or 
otherwife, give the Cards in: any other 
Manner, he will be obliged to deal again. 

When he has thus dealt, there will be 
thirteen Cards left, which he is to lay down 
at his Right Hand. If you fhould all pa/s,. 
(which often happens) then every one is to 
lay down a fingle Counter, and the next Per-. 
fon deals. 

The Counters laid down for your Paffes, 
are not to. be mixed together; but every 
one lays his own juft before himfelf: The 
Reafon of this is, that if there be any want-. 
ing, it may be decided without difputing,. 
who has omitted laying down. 

Suppofe the Perfon at the Dealer’s Right 
Hand, that is, the Eldeft Hand, has a good 
Game, he asks this Queftion, Do you give me 
Leave, or do you play without taking in? Vf 
they have bad Games, they anfwer, Pajs.. 

Then he difcards two, three, or more 
Cards, according to the Strength of his 

Game; and taking up the Remainder of the 
Pack, he ferves himfelf with as many: Senet 
from 
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from thence as he has laid out; then laying 
his Difcard at his Left Hand, where the 
Pack lay before, he places the Remainder 
in the middle of the Table, {till remember- 
ing to name the Trump before he takes in. 

The Meaning of this Formality is, that 
whenever the Cards lie at a Man’s Left 
Hand, you know by that, he is to play 
firft, and to be the next Dealer. 

If in dealing the Cards, there happens to 
be one faced, the Dealer is to go on without 
Interruption; unlefs it happens to be a Black 
“ce, in which cafe he is obliged to deal 
again, 

But if the Dealer fhould ¢urz one of the 
Cards, then it is at the Choice of him it be- 
longs to, either to receive it, or make him 
deal again; unlefs it is a Black Ace, then it 
is a Rule that the Cards mutt be dealt again. 

If there happens to be a great many Cards 
faced, they muft be dealt again. 

If the Ombre plays Sans-prendre, and there 
happens to be a Card faced in, the Stock, 
the Deal is to go for nothing. 

If the Dealer fhould give ten Cards, ei- 
ther to himfelf, or any one elfe, he mutt 
deal again, if they demand it. 

But it is different in refpect of the other 
Two; for.they may play, tho’ they have ten 
Cards dealt them, provided they declare it 
before they take in: In which cafe they are 
obliged 
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obliged to Jay out one Card more than they 
take in; for if they have ten Cards after 
they have taken in, they are Beafted, and fo 
they muft be likewife, if they fhould sake in 
without declaring they have ten Cards, 

As to thofe who pa/s with ten Cards in 2 
Hand, it is differently played; with fome 
it is a Beafte, with others it 1s not. 

When a Man at the fight of his Cards fees 
nothing good in his Hand, he is apt to ex- 
amine no farther; therefore I think it a 
little fevere to be Beafted only for not dif- 
covering one’s Cards. 

The Spaniards play it with fo much Seve- 
rity, that if a Man fhould fay, I have ten 
Cards, I pafs, he is Beafted; but We play 
more tenderly, and I think it is the moft e- 
quitable Way ; viz. a Man is never Beafled, 
unlefs he has ten Cards after he has taken in. 

If the Perfon who has ten Cards dealt 
him, -has a mind to play Sans-prendre, he 
mutt fhuffe his Cards, and one of the Com- 
pany fhall draw out a Card at Hazard, and 
put it amongft thofe which they difcard. 

The Rules we have laid down for ten 
Cards, are the fame with eight, becaufe the 
Reafon is the fame. 

He that has but eight Cards, and would 
play Sans-prendre, muft with eight Cards 
win enough for his Game: If he takes in 
with eight Cards, he may take in one Card 
more than he lays out. The 
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Tbe Manner of playing Solos or Sans-prendre: 


O play Solo, or Sans-prendre, is to play 

without difcarding ; for this you muit 

have a Game by: which you may propofe to 
win five Tricks. 

[f the Ombre wins his Game when he plays 
Sans-prendre, he is to receive three Counters 
a-piece. from each of the others, 

If he lofes it; he muft pay Them three 
Counters a-piece; for in all Things there 
muft be an Equality between the Lofs and 
the Gain. 

Obferve, that the Sans-prendre and the 
Matadores mutt be asked for, before the 
Cards-are Cut, for the next Dea]; for after 
that, no Demand can be made. * 

But it is otherwife concerning the Bea/te, 
which may. be demanded at any time, while 
you are playing the next Deal. 

The Meaning of this is, that the Bea/fe 
belongs to the Board, and the others are 
paid immediately to the Gamefters. . 

If it be the Eldeft Hand that plays Sans- 
prendre, he only names his Trump, and the 
reft’ make their Difcards, as we have faid 
before. If he has an infallible Game, as, 
for Example, five Matadores, he may fhew 
them upon the Table, and that is fufficient, 
without naming the Colour, 

If 
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If the Eldeft Hand fhould ask the Quef- 
tion, Do you give me Leave? and one of the 
others intending to play Saus-prendre, an- 
fwers, No, you muft do more; in this cafe he 
is not allowed to difcard, but ftill has the 
Preference of playing Sans-prendre, as be- 
ing firft. 3 

But if the Eldeft paffes Saus-prendre, he 
who anfwered him is obliged to play fo. 

If one fhould name his Trump without 
firft having asked Leave, he fhall be obliged 
- to play Sans-prendre, tho’ he did not intend 
1C. 

But this Severity does not reach to the 
Youngeft Hand, becaufe the other two muft 
pafs, before it is his Turn to fpeak. 

If before the Eldeft Hand has fpoke, ei- 
ther of the other Two fhould difcard, and 
without asking Leave, name a Trump; if 
he has not feen his Cards, the Eldeft Hand 
may oblige him to play Sans-prendre, or 
keep his Preference of playing fo himfelf, 
or elfe ask Leave, as he fhall think fit: If 
he has feen the Cards he takes in, he may 
either oblige him to play, or have the Cards 
dealt over again; for the Eldeft Hand muft. 
not lofe his Preference. 
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The Manner of Difcarding. 


Hen the Ombre plays Sans-prendre, it 

is very eafy for the other Two to 

difcard: He that is firft may take eight or 

nine ; but thofe that underftand the Game 

take care to difcard fo that the Game fhould 
not be divided. 

Therefore when the Ombre does not play 
Sans-prendre, he that difcards next to him, 
ought not to go to the Bottom of the Cards, 
unlefs he has a Matadore, or elfe fome {trong 
Trumps, with Kings. 

What I mean by going to the Bottom, is, 
that he ought to leave at leaft five Cards to 
him that takes laft; otherwife he will fpoil 
all, by dividing the Trumps, which is a fure 
Way of giving the Game to the Ombre. 

Then, it lies upon the: Difcretion of him 
who difcards next to the Ombre, to judge 
whether he has a Probability of winning; 
three or four Tricks; otherwife, he fhould 
leave five Cards to the laft, as. I have faid 
before. 

Therefore I do not think a Matadore, 
without any other Trumps, or Kings, a 
Pretence for taking in a great many Cards : 

When this happens, the five Cards fhould 
be left to him who is to difcard laft. 

It is to be confidered, that the two who 


play 
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play againft the Ombre are in the Condition 
of Partners at Whisk, and are to affift each 
other all they can. 

I faid before, that he who goes to the 
Bottom of the Cards fhall propofe to win 
four Tricks ; Ido not mean by this, that he 
fhould have four, as fure Tricks, as if he 
were Ombre, for that fcarce ever happens : 
All that I mean, is, if he has a good Ap- 
pearance; for the Third Perfon is to affift 
him in making the Gano of his Kings, and 
- forcing the Trumps of the Omdre. 

If the Ombre does not play Sans-prendre, 
he difcards firft, the Perfon upon his Right 
next, and fo the third; if he plays Sams- 
prendre, the Dilcard is to begin at the Right, 
and fo on. 

In difcarding there is no Regard had to 
the eldeft Hand; but after the Ombre, it 
goes on to the Right. 

The Ombre fhould be very attentive in ob- 
ferving how the others difcard, and remem- 
ber which of them takes in moft Cards, for 
he may judge by that where the Strength of 

the Game againft him lies: In this cafe, if 
he finds he is not ftrong enough to win five 
Tricks, he muft endeavour to give Two 
Tricks to him whom he judges the weakeft 
of the Two. 

If after they haveall taken in, there fhould 
be a Card left, he who difcarded laft may fee 


Ls, 
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it, if he pleafes; in which cafe, all the reff 
have the fame Liberty: But if he does not, 
and either of the other Two fhould look at 
it, that Perfon is Beafted. 

If one of. the Gamefters fhould take in a 
Card more than he lays out, he is not Beaft- 
ed for this:-If he has not looked at his 
Cards, he-is to return the laft Card: 

If they are mixed with the reft of his 
Cards; one of the other Two thall draw a 
Card at Hazard out-of his Game, and put 
it into the Stock. 

If he fhould take one too few, it is much 
the fame thing ; if the Stock is ftill upon the 
Board, he may takea Card; if they are all 


taken in; he muft draw one by chance out: 


of the Difcard. 





The Manner of Playing the Cards.. 


NW] Hen all have difcarded, the eldet 

Hand plays firft:, After that, who- 

ever wins the laft Trick, plays next, as it 
is practifed at all other Games. 

And as | obferved: that you deal at this 
Game contrary to all other Games, you 
play fo too; the Play always takes its Courfe 
from the Right. 

If you have not a Card of that Suit which 
leads, you are not obliged to play a Trump; 
) but 
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‘but you may do it for the Convenience of 
your Gaine. 

When one of thofe that defend the Stake 
demands Gano of his Comrade, he ought te 
give it, 1f he can. 

The meaning of Gano is, 1 Win; or, Let 
it pafs; {fo that he who demands Gano, may 
be fuppofed to have the beft Game, and 
the other fhould pafs the Trick te him. 

For Example; if the Ombre thould play 
a Spade, and one of thofe that defend the 
_ Stake fhould play the Queen, and fay Gano, 
or Gano del Re, his Comrade ought not to 
play the King; but in this cafe he ought to 
have a {mall Spade in his Hand, otherwife 
he muft play the King, upon the pain of 
being, Beafted. 

If after one has called Gano, his Comrade 
feems to hefitate, or make a Difficulty of 
its he may call to him three times very ear- 
neftly, 20 Gano fi fe puede; which is, You mut 
let me have it if you can: 

It muit be obferved, that the Formality 
of the Game is fuch, that no Terms muft 
be made ufe of but thefe; all Words that 
are equivalent are forbid: But Gano mutt 
never be demanded, but to defend the 
Stake; for he that fhould call it with a de- 
fign to win Cedille, would in Spain be thus 
an{wered, No fe deve por Dios; 1.¢. It is not 
loft, by Gu, 

When 
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When one of thofe who defend the Stake, 
raps his Hand upon the Board in delivering 
his Card, it is to be underftood as a Signal 
to his Comrade to play a high Trump to 
force out the Ombre’s Trumps. Note, That 
this is not held unfair, for the Game allows 
it. 

Formerly, if a Man played out of his 
Turn, he was Beafted; but at prefent it is 
not fo, unlefs it be fo agreed. | 

If you fhould feparate one Card from the 
reft of your Game, fo that the Ombre fhould 
fee it, he may, if he pleafes, oblige you to 
play it; provided that in playing it you do 
not make a Renounce. 

As it is of great Confequence in this Game 
to know the Number of Trumps, and how 
many are out; every one has the Liberty 
of examining his own Tricks, and thofe of 
others: This is permitted on all Sides, as 
often as any fhall think fit, though there be 
no Trump played. 

If the Pack fhould not be true, the Game 
goes for nothing, if it be difcovered in play- 
ing the Cards; but if it be not found out till 
after the Game is played, it ftands good. 


Of 
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Of th BEASTE. 


H E Beafte is made whenever he who 
undertakes the Game (that is to fay, 
the Ombre) does not win. 

To win the Stake, the Ombre ought to 
make five Tricks. 

Except five Tricks are divided betwixt 
his two Opponents; that is, when one wins 
three, and the other two; in this cafe four 
Tricks are fufficient. 

He is likewife deafted, who plays with 
more or lefs than nine Cards. 

A Man is beaffed that makes a Kenounce s 
but it is not a Renounce, when one by Suar- 
prize has thrown down a wrong Card upon 
the Table: Even when the Perfon who wins 
the Trick, has. played again for a fecond 
Trick, if he has not folded up the firft, he 
who played wrong, may recover his Card, 
and play again; but after the Trick is fold- 
ed up, it is too late, and he muft fubmit to 
the Beafle. 

When one finds out that another has Ke- 
nounced, and that it is a Prejudice to his 
Game, he may oblige every one to take 
their Cards back, and play over again, be- 
ginning with that Trick where the Kenounce 
began. 

But if the Deal be finifhed, the Cards mutt 
not be played over again. Who- 











24 The Compleat GaMeEsTER. Part I. 


WhoeverRenounces feveral times ina Deal, 
fuffers a Beaffe for every Renounce. 

All the Bea/tes that are made in one Deal, 
mutt lie together upon: the Board, and be 
played for the next. 

If one fhould be beafted for playing with 
ten Cards, and the Ombre for not winning 
his number of Tricks; thefe are two Beaftes, 
which, with the Stake upon the Board, make 
three Stakes; and they are to be laid toge- 
ther, and played off the next Deal,. unlefs 
they are feparated by Agreement. 

Fle who makes many Bea/tes in one Deal, 
may put them all to one Stake}wif he pleafes, 
and the others cannot hinder him: 

“He who>in taking his: Cards) from’ the 
Stock, thould; .by letting a Card drop, or 
otherwife thew one; ds beafted. 

Obferve, that all Beaffes which are made} 
of what Nature foever, muft be of the 
fame Value. with that which the Ombre is to 
take up, if he wins, whether it confifts of 
one, two, or more Fifhes: Therefore thofe 
Gametters who play with Caution, take care 
not to fuffer by Overfights; and after they 
take in the Cards from the Stock, always 
tell them before they look at them, left they 
fhould have more or lefs than Nine. 

Obferve alfo, that the Tricks may be va- 
rioufly divided, according to which, One: 
either faves, or makes a Bea/ffe. 

There 
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There are but two ways for the Ombre to 
win, which we have fpoke of already: Now 
we are enumerating how many ways he may 
lofe, or be Beafted. 

When the Players win three Tricks a- 
piece,: the Ombre is Beafted; and this 1s 
what is called the Remife by Three. 

When the Omir wins four Tricks, and 
one of thofe chat Defend four Tricks, the 
Ombre } 1s likewife Beafted ; and this is alfo 
called, Resmi é R i[pofte, or Repuefte. 

seqeli see ve who Defends theStakes, and 
has not a Gene by which he may aimoit 
depend upon winning at leaft three Tricks, 
fhould avoid winning above one ;' but affift 
his Comrade in getting four Tricks, 1n or- 
der to Beafte the Ombre. 

When there are many Beaffes upon the 
Board, that which was laid down firft, is to 
be taken up firft; afterwards, that which is 
of the higheft Value. 

When the Ombre makes but four Tricks, 
nd one of the Defendants five ; or when the 
Ombre makes but three Tricks, one of the 
ethers four, and the third two, the Ombre is 
Beafted ; and he who wins ‘more Tricks 
than the Ombre, takes up the Stake: And 
this is what is called winning the Codille, of 
which we fhall treat by it felf 


C of 
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Of the Codilla, or Codille. 


HE Codille is, when -one of thofe who 
Defend the Stake wins more Tricks 


than the Ombre; in this cafe the Ombre is 


not only Beafted, but he who wins Codille, 
takes up that Stake which the Ombre played 
for. 

He who afpires at Codille fhould play with 
Honour, and, as I obferved before, never 
demand Gano, when he is fure of winning 
four Tricks; but as there is no Penalty in 
this cafe, all the Defence we can have a- 
eainft fuch People, is to play with them no 
more. ) 

If the Ombre fhould demand Gano, tho’ 
it were to hinder the Codille, he 1s Beafted. 

Some, as foon as they have difcarded, 
and feen the Cards they take in; if they 
find a very bad Game, will give it up, and 
yield themfelves Beafted, in order to pre- 
vent the Codille: But this does not feem 
fair; and as it is not any Part of the Game 
of Ombre, there is no Rule provided in this 
Cafe: However, it is never done among 
thofe who would value themfelves upon 
their good Manners. 

Therefore in Honour, I think there is 
but one way of difappointing a Codille, and 
that is by good Play. 

When 
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When it happens that one of the Game- 
iters by his Play may either give the Ombre 
his: Game, or give the other the Cedille, he 
fhould chufe rather to give the Cedille, and 
let the Ombre .be Bealted: The.Reafon is, 
that when the Ombre wins, he robs the Board 
of the Stake; butin the other cafe, he lays 
one down, for that which the Codille takes 
up. 

If he who aims at Codille, fhould call Ga- 
wo.at his fourth Trick, when he is fure of a 
fifth, he ought not to draw the Stake; and 
upon fuch Occafions, I have often feen when 
it has been left; but, as I faid before, there 
being no Law for it, it depends upon the 
Honour of the Gametters. 





The Manner of Marking at this Game. 


7 Have obferved before, that a F7/2 1s ge- 
& nerally valued at Tez Counters, or fome- 
times Twelve, juit as the Gamefters pleafe ; 
but this Variety can never puzzle any Per- 
fon. There are likewife other Degrees of 
Counters, fome of which are Bical at 
three COnntEN, fome fix, Sc. which are 
contrived for the greater Eafe of paying at 
Play; but we fhall only fpeak.of the Fifhes 
and Counters here, for itis but feldom that 


any other Sort are ufed at this Game. 
eh bi When 
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When you begin to play, every one is to 
Ttake a Fi/h, placing it juft before him; 
thefe are Three Stakes, which are to be play- 
ed for at three Deals: As for Example ; 
when the Ombre wins his Game, he takes 
up a li/h; if the Ombre wins a fecond Game, 
he takes up another ; then there remains one 
upon the Board; the Perfon who is Ombre 
the third time, though he wins his Game, 
takes up nothing, but plays to enrich the 
Board, and has only the Advantage of ob- 
liging the other two to lay down a Pith each, 
‘without laying down himfelf; fo that it may 
‘be faid, he plays upon the Profpect of a fu- 
ture Gain. 

But now we will fuppofe it another Way ; 
as for Example, if he that is firft Ombre 
fhould be Beafted, then he is to lay downa 
Fifh, which he is to place a-crofs one of 
thofe that lay upon the Board before: 
“Then it is called a double Stake, and will 
appear in this Manner. 


be 


So if there fhould be Three fucceffive 
Beaftes, there will. be as many doubleSrakes, 
which muft be all croffed as this above. 

Whenever the Ombre plays for a double 
Stake, if he lofes his Game, he is doubly 
Bea/fted. 


When 
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iy 


we have given Directions already how they. 
are to be difpofed of. 

You muft obferve, that the fingle Stakes 
muft be played off before the double ones, in: 
regard they were firft laid down. 

When all-have examined their Cards, and 
no-body undertakes the Game, that is, when 
all pafs, every one muft lay down a fingle 
Counter, and this as often as all pafs. 

When the Pa/fes increafe, and every one 
has a Number of Counters before him, fo 
many of them muft be put together as will 
make a Stake, either Zen, or Twelve, ac- 
cording to the Value of a Fi/h; and this ts 
to be done as often.as the Paffes increafe to 
a Number fufficient for a Stake. 


When feveral Bea/tes happen in one Game, 
t 
ha 





Of the Your. 


K&R 7Hen one Perfon gains all the Niue 
Tricks, it is. called winning the Vole. 
The Advantage of winning the Vole, is, 
that he who is fo happy as to gain it, {weeps 
the Board, let there be ever fo many Stakes 
upon it. 
But fuppofe there is. but one Stake upon 
the Board, either double.or fingle;. in this 
Cafe, he who wins the Vole, gains double 


what lies upon the. Table. 
3 As 
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‘As for Example; if there be a Stake of 
two fi/bes, and two © -ounters before each 
Player, which were laid down for the Pa/ffes,, 
each of the ‘other two fhall pay him who, 
wins the Vole, one Fith and three i 
which makes the Stake upon the Board 
double: But, as I faid before, if there be. 
more Stak es than one upon the Board, he 
who wins the Vole muft be content with 
hem, without receiving any thing from the- 
the r two Gametters. me 

If many Beaffes were made ir one Deal, 
which by Confent, or by him who made 
the laft Beaffe, ‘are put together, this is but 
one Stake, and he who wins the Vole, fhall 
have it made up double to him by the other 
two, as was hinted before. 

It is very difficult to win the Yole, and 
therefore it fhould never be undertaken but 
upon a very good Title; for he who once 
engages in it is obliged to go forward. 

When the Ombre has won his five Tricks, 
and plays down one Card more, without 
faying any thing, he engages for the Vole 
in this Cafe his two Adverfaries have their 
Liberty of fhewing each other their Game, 
and confulting how. to defend it. 

If Ire who undertakes the Vole fhould mif- 
carry, the other Two fhall divide between 
them what lies upon the Board, but he fhal! 
pay them nothing ; on the contrary, if he 


plays 


‘ 
tl r= 
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plays Sans-prendre, or has Matadores in his 
Hand, he is to be paid for them, though he: 
does not take-up any thing. 

What I have faid concerning the Advan- 
tage of winning the Vole, is not always fixed, 
for fometimes it is a great deal more; but 
that depends upon the Humour of the Game- 
fters, and according as they agree to it be- 
fore they begin to play. 





Of the Continuance of the Game. 


S this Game requires a great deal of 
UE Application, it is neceflary to fet. 
fome Limits to the Continuance of the Play + 
therefore the Gamefters generally agree be- 
forehand how many Tours or Stakes they 
will play for, as ten, tweity, thirty, forty, 
more or lefs: After which, if any of them 
be difpofed to leave off, he may throw up 
the Cards without Offence. 

Every Stake you play, you fet afide a 
Counter to mark the Tours, and fo on, till 
they amount to the Number you agreed to 
play; but you muft obferve that a Codille is 
not to be marked as one. 

After you have played your Number of 
Tours, you may go on to the firft Beafte, 
and this is often praétifed; but if any of 
the Gamefters fhould refufe this, you have 


no Reafon to.complainofhim,. C4 If. 
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If one of the Gamefters, thro’ Peevifhnefs,, 
or for any other Caufe, fhould throw up the 
Cards, before the Tours agreed upon are 
played out, he is obliged to pay, not only 
his own Lofings, but likewife what either 
of: the others lofe,- and the Cards. 


Thefe Rules are always practifed among 
Perfons of Htoneur ; but when a Man finds 
nfelf engaged with two Sharpers, it will. 
be no Wonder if he meets with other Ufage. 


The COMPLEAT GAMESTER. 





The diferent Games that may be Played. 


o 
to know when they may venture te 


play, and when they fhouid pas. To remove 
this Doubt as much as we can, I have mark- 
ed down here all the {mall Games which a 
Man. may venture to play. 

The general Rule is, that to undertake 
the Game, a Man fhould have three fure 
‘Tricks 5 for the moft that can be expeéted 
from taking in three or four Cards, is to 
win two Tricks more; and, as I have be- 
fore obferved, for the generality you mutt 
have five Tricks to win. 

But when a Man is perfect Mafter of the 
Game, and can by his Addrefs manage it fo. 
as to divide the Tricks between his Adver- 
faries, he may. venture to play a’bold Game. 
Here. 


%, | Othing puzzles Beginners fo much, as 
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Here follows a Detail of the fmalleft 
Games that can be played: We. will begin 
with the black Colours, Clubs and Spades ; 
but I fhould firft obferve to you, that with 
the Three Matadores you are always to play 
in any Colour, therefore it is needlefs to. 
mark them down. as a Game. 


Games which may be played in Back, 


1s If. 
Maniile, the Duce. | Spadille, Ace of Spades 
Baftc, Ace of Clubs.| Baffo, Ace of Clubs. 
King. King. 
A {mall Trump.. A {mall Trump. 


Il. | IV. 
Spadille, Ace of Spades | Spadille, A'ce of Spades 
Manitle, the Duce. | Manille, the Duce, 
King. 1 Trump. 

A. fmall Trump. 2. Trumps. 


vi ' VI. 
Spadille,Aceof Spades Manille, the Duce. 
Bafto, Ace of Clubs.}| Baffo, Ace of Clubs. 

uecen, | Queen. 
Seven, 1 Trump. 
-2 ‘Trumps. - 





5 VII. Spa- 
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VII. | VI. 
Spadille,Ace of Spades} Mazille, the Duce. 
King. . King. 

Queen, Queen. 
Knave. Knave. 
Seven. Seven. 

IX. ae 
Bafto, Ace of Clubs.| Manille, the Duce. 
King. Bafto, Ace of Clubs. 
Queen. Seven. 

Knave. ah DEM 
Seven. Five: 
Four. 

XI ‘ XI: 

King. ‘ Spadille,Ace of Spades 
Queen. King... 

Knaves Five, 

Seven. Four: 

Six. T bree... 


Five. 


_.There are many other Games upon the 
Cards, but it is impoffible to enumerate all: 
However, by thefe you may judge what 
Games you may venture to go upon. 

‘Fake Notice, that all the Cards I name 
muft be of the fame Colour, except the 
Black Aces, 


Obferve, 
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Obferve, that a King is never to be put: 
out, tho’ of a different Colour, and it is 
held to be better than a fmall Trump. 


Games which may be played in Rep.. 


E 3 Il. 
Spadille,Ace of Spades | Ba/fo, Ace of Clubs.. 
Manille, the Seven. |Manille, the Seven. 
Punto, Aceof Trumps | Punto, Ace of Trumps 

in Red. 1 Trump. 
x Trump. : 


It. EV, 
Spadille, Ace of Spades ; Spadille,A ce of Spades 
Bafto, Ace of Clubs.| Manille, the Seven... 
Punto, Aceof Trumps | King. 

1. Trump, Queen. 


ee Th VI. 
Spadille,Aceof Spades.| Spadille, Ace of Spades 
Manille, the Seven. |Bajfto, Ace of Clubs, 


Knave. King. 
Three. Queen. 
AL King. Knave. 
vil VIE: 


Bafto, Ace of Clubs. | Manille, the Seven. 
Punto,Ace of Trumps | Punto,Aceot Trumps 


King. King. 
Duee n. Queen. 
Kn av ¢s 


Knave. 
€ 6 1X Manille, 
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ie] 
“ 
oe: 


IX. X. 


‘Manille, the Seven. | Manille, the Seven: 


Bafto, Ace of Clubs. Bafto, Ace of Clubs. 


TBE Knave. 
Queen. Duce. 
rif rump. ‘Three. 
Four. 
XR i XH. 


Spadille, AceofSpades! Note, That the Di- 
Bafto, Ace of Clubs.| re&ions we have 


King. given for playing 
1 Trump. in Black, are the 
A King. fame in Red; but 


with this BDjffe- 
rence, viz. As there are more Trumps 
in Red than in Black, your Game fhould 
be fomething better when you play in Red, 
becauié there are more again{t you. 


Obferve, that the Games we have mark- 

d here, are the fmalleft that can be played 

upon the Cards. There are an infinite Num- 

ber of good Games, which we think need- 

lefs to reckon up, becaufe we fuppofe no- 
body will.hefitate at a good Hand. 

You fhould obferve likewife, that you muft 
have a better Game when you are to play 
fecond, than if you were to lead, or play 
Jaft; for when. you are thus henamed in, 
you 
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you will find it very hard to difengage y our- 
felf, unlefs you have a good Game. This 
Difadvantage you will foon find out by a 
little Play. 

Thus we have drawn you up a Set of 
Games that may be played with difcarding ; 
now we fhall fhew another Set, which may: 
be played Saus-prendre. 


Games in Back, which may be played, 
' Sans-prendre, 

I. 3 IJ. 
Spadille, Ace of Spades} Spadille, Ace of Spades 
Manille, the Duce.. | Manille,; the Duce. 
Bafto, Ace of Clubs. | Queen. 


King. Knave. 

i Trump. Two Kings.. 

A Renounce.. A Renounce.. 
Vit: H IV. 


Spadille, Ace of Spades Spadille, Ace of Spades 
Manille, the Duce. |Manille, the Duce: 
Bafto, Ace of Clubs. | Baffo, Ace of Clubs. 


King. Three ‘Trumps. 
Two Kings. A Renounce. 
V Vi. 


Bafto, Ace of Clubs. | Manille, the Duce. 
Manille, the Duce. |Ba/to, Ace of Clubs. 


Queen. King. 
Knave. Three Trumps. 


Two Trumps. ‘A Renounce. | 
King, / VIL, Bafles 
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VII. 
Bafto, Ace of Clubs. King. 
King. “een. 
Queen: we 
Knave. Seven. 
Seven. Six. 
S7x. Five. 
A King. A King. 
IX. | 
Spadille, Aceof Spades| Manille, the Duce. 
King. King. 
Queen. Queen. 
Seven Knave. 
Six, Seven. 
Four. Four. 
A. King A King. 


A .Renounce. 


Games in REp, which may be played, 


I 


Spadille, Ace of Spades| Spadille, 
Manille, the Duce. 
Bafto, Ace of Clubs. 


3 Trumps. 
A King. 


Sans-prendre, 


if. 
AceofSpades.. 
Manille, the Duce. 


Bafto, Ace of Clubs. 


King, 
1 ITrum p. 


A King. 


HT, Spadille, 
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Ill. IV. 

Spadille, Aceof Spades| Manille, the Seven. 

Manille, the Seven. . |Baj/to, Ace of Clubs. 

Punto, Aceof Trumps] Queen. 


ween. Knave. 
1 Trump.. 2. Trumps. 
A King. _|A King, 


V. VL 
Bafto, Ace of Clubs. | Punto, Ace of Dia- 
Punto, Aceof Trumps monds. 
3 Trumps. King. 
A King. Queen. 
A Queen guarded. | Knave. 


Duce. 
Three. 
Six. 

A King. . 


VII. Vill. 
Manille, the Seven. Spadille, Ace of Spaces 
 Bafto, Ace of Clubs. Punto, Ace of Dia- 
Punto, Aceof Trumps] _monds. 


3 Trumps. King. © 

A King. Queen. 

A Renounce.. 2 Tramps. 
A King. 
Queen guarded, 


A Good Player will venture to play up- 
on a weaker Game when he is to lead, Ha 
play 













40 The Compreat Gamester. PartI. 


play laft, than when he is fecond, as I ob- 
ferved before of Difcarding. 

Now I have laid down every Rule of Om- 
bre; but notwith{tanding all my Direétions, 
Jet a Perfon play with ever fo much Judg- 
ment and Caution, he will often find him- 
felf difappointed in his Game; for Fortune 
will have a Hand in Small Things, as weil 
as Great, fo that it isnot to be expeét- 
ed. that the beft Gamefters fhall always win; 
you may lofe upon a very good Game, 
when all the Trumps that are againit you 
fall into one Hand; on the contrary, when 
they happen to. be divided, you may Win a 
very fmall Game. I ence faw a-very good 
Player lofe a Game with four AMata- 
dores and three Kings: You wil! imagine the 
Cards muit be very ftrangely difpofed ; for 
it happened that the Eight Trumps which 
were againit him (I fay Eight, for he played 
in Red) were all inone Hand; fo that his 
Kings being. all trumped, he won but four 
Tricks. | 

As there are frequent Difputes arife at 
Ombre, and People are feldom fatisfied with 
the Judgment of the Standers-by, I have 
fubjoined a ‘Fable of all the Rulés and “Arti- 
cles of the Game ;. which will decide Dif- 
putes very impartially. 

I fhall now {peak of the different. Sorts 
of Ombre. | 

| of 
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Of La Efpadilla por Fuerca, thatis, Force 
Spadille, or Efpadille Force.. 
ie Manner of playing at Ombre may 

be diverting enough where People do 
not play for any thing, becaufe Beajtes hap- 
pen almoft continually, and the Codille is of- 
ten Won when it is leaft expected 5 but where 
Pecple play for Money, it is quite different: 
For Ombre, which is a Game of Art and 
Judgment, when it is thus played, degene- 
rates into a Game of Chance; and Conduct 
can be of no Ufe to a good Player, who 
finds Spadille in his Hand very ill attended. 

It is played like the Game at Ombre we 
have defcribed; every one fpeaks in his 
Turn, and if all pa/, then he who has Spa- 
dille in his Hand is obliged to play, let his 
Game be ever fo bad; therefore when the 
others have paffed, he has nothing to do 
but to name his Trump, and to Ditcard. 

But be who has Spadille may pa/s, to fee if 
either of the other Two will put ‘him out 
of his Pain, and Play; if they do not, he 
muft Play, as is faid before. 

When all pa/s, and no-body owns Spadille, 
the Cards that are left muft be examined ; 
and if it be not in the Stock, it muft be in 
fome Hand: In-this Cafe, he who has it, 


and did not own it, incurs a Bea/te, and the 
Deak 
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Deal is not to be played, becaufe the Cards 
were feen. 

This is all.that can be faid of this Sort of 
Ombre, which is feldom played for,Money,. 
becaufe indeed it fpoils the Game. 





Of GAscaRILLa, or GASCARILLE. 


His is a new Way of playing at Ombre, 
and is feldom practifed but where 
People play for Trifles. The Method of 
it is thus: When all have paffed, one Per- 
fon declares to play Ga/carille; then that 
Perfon lays out eight Cards, and after hav- 
ing taken in, and examined his Game, he 
names the Trump of that Suit in which he 
is the ftrongeft. 

Sometimes he who plays Ga/carille lays 
out all nine; and obferve, sthat he is obli- 
ged to lay out at leait eight, 

If he wins his Game he is to receive 
three a-piece for Ga/carille; if he lofes it, 
he pays them three a-piece. © 

He pays, or receives, for Matadores, as 
at the other Games of Ombre. 
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Of the WHi Mm, 


W His. is another odd Way of playing at 
Ombre, and feems to be invented for 
Variety fake; it is thus: 

When all have paffed, one declares to 
play the Whim; that Perfon is to turn up 
the Top-Card of the Stock, and whatever 
Suit that happens to be of, is his Trump, 
and he is obliged to abide by it. 

Then he Difcards, andtakes in what Num- 
ber he pleafes, and the Card turned up muft 
be one of them, 

The Perfon who plays thus, if he wins his 
Game, receives nothing for playing the 
Whim, nor pays any thing if he lofes it. 

He pays, or receives for Matadores, as. 
at the other Games of Ombre. 





Of Quadrille, Quintille, and Single 
Ombre Jetween ‘Two. 


HE French, ever fond of Novelty, and 
equally fickle in their Drefs and Di- 
verfions, have inoculated feveral Cyons up- 
on the Spani/b Root of this Game of OmBRE. 
UADRILLE, or Ombre by Four,-varies 
from Ombre by Turee, in having all the 


forty Cards dealt out; to' each Perfon ten 
a-piece,,, 
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a-piece, thus: Twice Three, and Once Four; 
or Once Four, and Twice Three, as the 
Dealer pleafes; but the Cards muft not be 
dealt out One and One, or Two and Two, as 
fome raw Players irregularly practice. 

If any Card whatever be turned, the Deal 
is loft, becaufe no Difcarding is allowed in 
this Game. 

There is no Forfeit upon lofing the Deal, 
the Dealer being only obliged to deal the 
Cards over again. Quadrille, in moft Re- 
{pects, follows the Laws and Rules of the 
other Kinds of Ombre, excepting one Varia- 
tion, called, 4u Roy rendu, (the King given 
up, ) which is, that the Perfon who has the 
King that was called, is at Liberty.to furren- 
der his Maje/ty to the Ombre, who in return: 
muft give him another. Card out of his 
Game. 

There are fome Perfons who will play at 
this Branch of Ombre, by dealing out Ter 
Cards a-piece, between Three,. and this, .in 
downright - /rifh - Phrafeology, they call 
Three- handed - Quadrille ; which in plain- 
Linglifh is Four-handed-Ombre played by Three 
Perfons. But this filly Manner rather de- 
ferves our Ridicule, than any other Notice. 

It is a Game of very little Entertainment, 
and cannot be at all agreeable to thofe who 
underftand three-handed Ombre: It is how- 
ever proper enough to give an Idea of. the 
Game 
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‘Game of Quadrille, to thofe who are defi- 
rous of learning it. 

This Game is difadvantageous to the Om 
bre, who has always two Adverfaries to con- 
tend with. It 1s feldom or never played, 
but when a Fourth to make a Match at the 
senuine Quadrille is wanting, the Laws and 
Rules of which it obferves in all Points, 
except in the following Particulars which 
are peculiar to Uhis. 

I. To play thisGame, no more than thir- 
_ty Cards are ufed: One of the whole Red 
Suits mutt therefore be laid afide, it mat- 
ters not which of them; and the Omodre, 
whether he plays Sans-prendre, or calls a 
King, muft, to win, make 6 Tricks; if he 
makes but 5, it is Remife; and he lofes Co- 
dille, if he makes but 4, or lefs. 

II. The Game is marked and payed as at 
Ouadrille, but the Beajfe is of 14 Counters, 
tho’ there are but 13 down. 

Ill. He who plays by Calling a King, 
having firft named the Trump, Calls, or 
indeed, rather Demands, whatever King he 
judges moft convenient for his Game; and 
he of his two Adverfaries who has it, is ob- 
liged to deliver it to him, and to take in 
lieu thereof whatever Card the Receiver 
thinks fit to give him, and which the third 
Player is free to look upon; with this A{- 
Gftance the Ombre muft make fix Tricks, 
or 
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‘or lofe. The Law is the fame in regard to 


him who 1s forced to play with Spadille, the 
others having paffed. 

IV. It is not permitted to name for 
Trumps the Suit that is laid our; for if 
that was fuffered, with Spadille alone, and 
Kings, Queens, €9c, any one might make 
the Vole, without the Defendants being able 
to oppofe it, 

In every other Refpe& this Game fol- 
lows the Laws of Quadrille, to which Re- 
courfe muft be had for all Accidents that 
may intervene. 

We next come to QuiInTILLE, or Ombre 
by five, from whence Quadrille has its Ori- 
ginal. It is'very entertaining when well 
played. I fhall give an Account of the 
Manner how this Game was played at firtt, 
and then proceed to the prefent New Me- 
thod, as it is brought nearer to Quadrille, 
which is alfo rendred much more agreeable 
and amuling than formerly. 

In playing the Old Quintixuz, no fies 
are given out: Each Player only takes 20 
or 30 Counters, which are valued at 5, 10, 
15, 20, or 30 Pence a-piece; in a Word, 
what they pleafe themfelves, according to 
the Agreement they make when they.be- 


gin the Party. 


They draw the Places, and when they 
have feen who is to deal, every one lays 
down 
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--dewn a Counter before him, and has 8 

ards dealt him, and no more, which is the 
ufual Way of dealing at this Game, there be- 
ing no Cards left, and by confequence no 
Difcard to be made. 

The Manner of fpeaking and beginning 
to play, is the fame as at Quadrille, or Om- 
bre played by Four; and towin, five-Tricks 
muift be made. 

He who plays Saus-prendre muft name 
the Trump, and, to win, muft make five 
Tricks: If he wins, he has two Counters 
paid him for the Sans-prendre, by each of 
the Defendants, and.as much for each of the 
three Matadores, if he had thems ‘but 
fhould all his eight Cards have been Sequents 
of Matadores, he muft expect no more. 

If feveral Beaftes are at once upon the 
Board, and he whe plays Sans-prendre 
makes the Vole, he has no more than what 
is down, and two Counters from each of the 
Players. 

If there are only fingle Stakes upon the 
Board, he who plays Sans-prendre and wins, 
of the five Counters that are down, befides 
his Due for the Saus-prendre, draws only 
two of the Counters, and by confequence 
there remain three. 

Whoever of the Players, except the 
youngeft Hand of all, plays, after having 
asked, Does any body play? and is salsa 

05 










































48. =The CompteatT Gamester. Partl. 


JNo, he muft name the Trump, after which, 
he may call to his Affiftance any King, ex- 
cept that of Trumps. 

He who ‘has the King which has been 
called, aflifts the Ombre, and if between 
them they make five Tricks, they have joint- 
ly won, and the principal Player, that is, 
the Ombre, takes up two of the three Coun- 
fers, and the Friend one. When the Counters 
happen to be even, they equally divide them. 

It is Remife when the Ombre and the auxi- 
liary King make but four Tricks between 
them In fuch cafe the firft puts down two 
Counters, and the other one. 

They lofe Codiile, if they make but three, 
and in this Cafe the other three Players have 
Right to take up each of them one Counter. 

he Laws of this five-handed Ombre ap- 
point, that the four eldeft Hands having 
paffed, the fifth, let him have ever fo bad a 
Game, is obliged to play, calling however a 
King to his Affiftance. 

If Codille is won, and there are four, or 
five Counters down, each of the Three who 
defended the Game are to take up one: By 
confequence there are either one or two re- 
maining upon the Board. If there is but 
one, it belongs to him who has the higheft 
Trump; if two, the other is for him, of the 
two remaining Defendants, who has the next 
beft Trump. 

If 
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If Codille is loft the firft Time, the three 
Defendants, who win it, take up, each of 
them, a Counter, and the remaining 7wo 
are to be played for in the following Deal. 

If the Ombre, having called a King, hap- 
pens to win the Vole, he receives two Coun- 
Jers from each of the Defendants; and if 
the Number chances to be odd, the auxi- 
liary-King has one. 

It may fometimes happen that there are 
more to be divided by Reafon of the Beeffes 
that have been made; in fuch Cafe the 
Ombre and the auxiliary King equally di- 
vide the Spoil; and if the Number is. odd, 
(except in Cafe of the Vole) the odd one 
belongs to the Ombre. 

In this five-handed Ombre, he, who un- 
dertakes to play the Vole and mifcarries in 
his Enterprize, incurs no Penalty, having 
nothing to pay to the other Players. 

He, who is Leeffed, lays down as many 
Counters as he fhould have taken up, had 
he won the Game. 

The Matadoves are to be paid for, only 
when they are found in one Hand, and the 
auxiliary-King has no Share in that Pay- 
ment when they were in the Omébre’s Hand 3 
to whom they are to be paid. 

If, on the contrary, they are in the auxi- 
liary-King’s Hand, they are to be payed to 
him 3 but if the Owére and the Friend are 

D & eC hed 
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beefed, he of the two, who had the Mata- 
dores in his Hand, 1s to pay them tothe reft, 
except to his fellow Lofer. ‘This Law is 
to be underftood in the fame Senfe when 
they win jointly. 

The pleafanteft.and moft diverting Part 
of this Game, is, Concealing the Azug the 
Ombre has called; inafmuch as the Ombre 
is all the while in Pain, and at a Lofs to 
know what he has to do, and very often 
gives the Advantage to his Adverfaries, 
imagining he does it to his Friend. 

For wrong Dealing there is no Penalty ; 
the Cards muft only be fhuffled and dealt 


over again. 


ComMpLeEAT GAMESTER. 


Thefeare the Rules of the Old Quintille. 
We next come to the New Quintille, 
which is now brought as near as poffible 
to the Laws of Quadrille: ‘The firft Thing 
we are to take Notice of, in laying down 
the Rules of the New Quintille is, that it 
follows the Laws of Qzadrille inevery Point, 
except where there isa Neceflity of deviating 
from them. So that it fhali fuffice, with 
the Laws, which are peculiar to it, to 
mention fome Rules abftracted from Qya- 
drille, by Reafon that they are wholly con- 
trary to the o/d Manner of playing this 
Game. 


The 
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The Stakes, Marking, and Paying the 


Game, afe the fame as at Quadrille ; 

When you have agreed upon the Value 
of each Fish, the Places drawn, and when 
it is known who mutt deal, the Dealer 
is to ftake down one Fi/h, and each ofthe 


others: one Couster for the Game, after 


which the Dealer, having caufed the Cards. 


to be cut by his left-hand Man, is to give 
8 Cards a-piece, 4 ata Time, nor muit he 
dealany other Way. 

The Cards, being dealt, every ore is to 
{peak in his Turn, beginning at the e/def 
Hand. If any one has a Hand to be played 
with the Afliftance of a King, he is to ask 
the ane tty faying, Does any Body play ? 
If he is anfwered inthe Negative, he is to 
name the Trump and ca// a King, who in 
Conjunction with him, to win, muft make 
gy. Tricks; and they lofe it by Remi/e 
if they make but four, and by Codiile, if 
they make lets 

If they win, they are paid the Rewards, 
and the Lie a in Cafe they had them ; 
and if they lofe, they equally pay the Ae- 
wards, and Matadores, it they had them, 

whether they are beefed by Codille or Re- 
wail? 

Obferve that there is no mention made 
of paying the Game, as at Quadrille 5 be- 

caule we faid at firft, that every one ‘mutt 


3? 
ys fiake 
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{take down, and by Confequence thofe who 
win muft draw the Stakes, whether the 


‘Ombre alone, or with the Help of a King; 


or the Defendants if they won Codi/le. 

The Beeffe, and whatever el’e is to be 
paid, ts done one half by. the Ombre, 
and the other by the King his Ally; if in 
the Paymenz there happens to be an odd 
Counter, the Omére is to pay it; as inthe 
Winnings they divide equally, and the odd 
Counter falls to the Ombre’s Share, 

This Game is not fo rigorous towards 
the Ombre as Quadrille, fince he can never 
be beefied alone when he ca//s a King, even 
if he makes but one Trick, but the auxiliary 
King is always to contribute one half. 

If all the five Players have paffed, and he, 
who has Spadille, is obliged to play, calling 
a King, he follows all the Laws of thofe, 
who play voluntarily. 

In Regard to playing Sans-prendre, the 
Laws of Quadrille are to be obferved in all 
Poiats ; the other four Players being united 
apain{t him, who plays Sans-prendre ; who, 
to win, muft alone make ¢ Tricks; being 
beefed by Remife, if he makes but 4, and 
by Codille it lefs than 4. 

When he, who plays Saus-prendre, or 
calls a King he has in his own Hand, lofes 
Codille, the four Players his Adverfaries 
divide amongft them what was played for; 
SR and 
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and if there are any odd Counters, as it often 
happens, He of the four, who had the 
higheft Trump takes up one, the fecond 
is tor Him of the ¢bree others, who had 
the next beft Trump ; and if there are 3 
odd Counters, the third is for Him of. the 


‘remaining two, who had the beft Trump; 


but in Cafe they had neither of them any 
Trumpatall, it islet alone till the next Deal. 
The firft Beefe is always of 15 Counters, 
the fecond of 45, except the Game, in which 
the firft Beefe was made, was won by Codille ; 
in which Cafe the fecénd is but of 30. Ineither 
Cafe you muft add the Number of ty for 
each Beeffe, according as they are made, 
The Matadores are payed all one as they 
are at Quadrille it 1s indifferent whether 
they are all in the Omébre’s Hand, or whe- 
ther divided between him and the King his 
Ally, they part what is paid far the Mata- 
dores, as well asthe reft of the Winnings.. 
The Vole is likewife paid, according 
as has been at firft agreed upon, to thofe, 
who win it; and thofe, who jointly make 
it, are jointly to divide the Gain. 
There is no Rifque in undertaking the 
Vole, there being no Penalty for thofe, 
who undertake and mifs it; nor is there 


any for thofe, who, undertaking to play. 


make the Devole; that is, are flammed by, 
not winning one Trick, as it fometimes. 


Bhs: hap-- 
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happens; they are only obliged equally to 
pay the Vole to their Adverfaries, ftill ob- 
lerving that the odd Counter, as it belongs 
to the Ombre, if he wins, muft be paid by 
him when he lofes. 

He who calls a King, and makes not 
one Trick muft be Beefied alone, provided 
that the auxiliary King makes any ; but if 
he likewife makes none, the Beeffe mutt 
be equally paid between them. 

The Vole draws no more than what was 
played for; the Cards are cleared by a cer- 
tain Number of Counters, as has been at 
firft agreed upon, to be paid by each 
Player. 

As to the Renounce, and all the reft, ex 
cept in the foregoing Particulars, the Rules 
and Laws of Quadville are obferved. 

It isthe beft Way for the Ombre to trump 
about as foon as he can, and likewife for 
the Friend, when the King that was ¢alled 
has appeared, or even before, if he can, the 
better to accommodate the Ombre’s Game, 
that his Kizgs may pafs, which otherwife 
run the Hazard of being trumped. 

Thefe Rules, make New Quintille much 
more entertaining than the O/d Way of play- 
ing it, which is now quite out of Ufe, except 
mn fome petit French Provinces, where 
they likewife play Quadrille, almoft after 
the fame Manner. 

New 











New Decisions of QUADRILLE. ff 


New Deciffons upon the Difficult Points 
and (ncidents which may happen at 
QUADRILLE. 


: HESE xzew. Decifions contain only 
Part ofthe Laws of Quadrille, and are 
neither unpleafant, or unneceffary, becaute 
fhew they the Reafon of their Inftitution. 
I. Of the Deal.| If in Dealing, any Card 
happens to be faced, the Deal is loft. ‘Phe 
Reafon is, that it is neither juft nor equi- 
table that any of the Players fhould lye un- 
der the Difadvantage of having one of his 
Cards known, which may. prove prejuai- 
cial, whether he plays Sans-prendre, with 
an auxiliary-A7ug, or defends the Stake. 
Befides, the Law would not be equal, if 
‘a faced Card belonging to one Player 
fhould be received, and the Deal pafs for 
good, when, at the fame Time, if, a /e- 
cond fhould come to another of the Players, 
and a third to another, the Deal would be 


reputed falfe, and would pafs for nothing ;. 


and yet this fecond or third faced Card dealt 
to different Players could produce no other 
Effects to their Game, than the firft faced 
Card would do to his, to whom it had been 
dealt. So, by Confequence, if for two or 
three faced Cards occurring in a Deal, tho’ 
D 4, in 
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in different Hands, the Deal is counted foul, 
it is very reafonable that it fhould be like- 
wife counted fo, when there is one faced 
Card. 

It is not permitted to dea] the Cards after 
any other Manner than by 4 and 3 ata Time, 
tho’ fome Players erroneoufly pretend that 
every Player is at Liberty to deal as he 
pleafes ; for fince this Game follows, as 
near as poflible, the Laws of Omprg, at 
which Game the Cards are not to be dealt 
any otherwife than 3 ata Time, it is not 
juft to deviate from that Law, which has 
nothing in it but what is very reafonable, 
and which is directly contrary to the Abufes 
which might be introduced, had every one 
the Liberty of Dealing according to his 
Fancy, by fome fharping Players, thro’ the 
Knowledge they might have of the Cards 
by marking them. 





Il. The Method of Calling.) As the Opi- 
nion of fome Players, who are for having 
Him, who has the four A7zgs in his Hand, 
pass, except he will play Samns-prendre, is 
repugnant and contrary to the Liberty of 
Quadrille 3 and it is but reafonable that it 
fhould be free for him to play, either ca/- 
ling a Queen, or one of his own Kings; it 
being generally received, that he who is 
unwilling to runthe Hazard of Sans-prendre, 
may 











Queen, except That of Trumps. 


Obferve that, to calla eet you muft 
have the four Azags3 fo that if you want: 


oO 


the King of Trumps, notwithftanding you: 
have the other three, you are obliged Ci>- 


ther. to ca//.one of thofe Azugs,. or to > pals. 


II. The Manner of playing: the Cards.] 


‘As-Penalties upon the Paults committed in: 


all Games, are impofed with, no other 


View than to prevent the Abufes, which. 
might be introduced by:Sharping; it has been, 


thought neceffary to ufe Severity in Re- 
gard to the following Particulars 5. becaute 
it. would be no dificule. Matter to abufe 
them, if they, were otherwile. judged, or 
decided. 

He who draws from his’ Game a Card, 


and ‘pre! ents. it openly. as if he was going: 


to play it, is obliged fo to do, if his retain- 
ing it can do the Game any Prejudice, or 


give any Know! ledge or Intimation. to-the: 


hriends cipenially: if itisa Matadore- 

Th ae Cafe equally regards the Defendants 
as.well as the Ombre and the fricnd, 

He who plays Sans-prendrey or has called 
his own Kanes is not fubject to this.Law, 


by Reafon that by difcovering his Card he 


can reap no Advantage. 
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may call one of his own Kzngs,. or any: 
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He, who, not being eldef? Hand, and 
has the King, which the Ombre called, 
fhall trump about with Spadilley Manille, 
ot Bafto, or fhall even lead out the Azz, 
which was ca/led, to give Intelligence that 
he is the Friend, having other Kings in 
his Hand that he fears the Ombre fhould 
trump, cannot pretend to lay the leaft 
Claim to the Vole; nay, and in Cafe any 
indirect Meaning appears in his having fo 
done, he ought to be Beefed. 


IV. Of Miftakes and <Accidents.\| The 
Liberty allowed in Quadrille, of looking 
over the Tricks each Player bas before him, 
to fee what has been played, may caulea Faule 
in two of the Players at once, the one in 
committing, and the other in occafioning it 5 
which has occafioned that Point to have 
been decided after the following Manner : 

He, who, inftead of turning up the 
Tricks. of any one of the Players, fhall 
turn up his Game, which may be laid down 
before him, and fhall look upon ir, or caufe 
it to be feen by the other Players, fhall be 
Beefted, together with him, whole Game 
he has difcovered, each paying half the 
Beefie; the one paying for his Miftake and 
little Attention, and the other for his Neg- 
Irgence in leaving his Cards upon the Board, 
when he ought to haye kept them in his 
| Hand 
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Hand till the Deal was played out. The 
Eftablifhment of .this Law is by fo much 
the more Eqnitaliés becaufe it prevents fe- 
veral Abufes. Fir/?, the Snares and Baits,. 
which might be laid for Thofe, who want 
to count the Cards, by placing the Game 
near the Tricks on Purpofe to entrap them. 
Secondly, the knavith Defigns of fuch, who, 

making as if they were going: to fee what 
had been played, fhould turn up the Cards 
of the other ‘Players, which by Chance or 
Negle& they might have laid down before 
them.,. 


V. Of Renounces.| He, who renounces, 
is not to be Beeffed, even if the Trick. is 
taken off the Board, in Cafe he recoll lieéks 


and perceives it before the Trick is turned: 
down by. the Perfon,. who won it; but if’ 


it is turned down,. he muft be Beefled. 


He is likewile Beeffed, if the Trick be: 
covered. with another Gard by the Perfon: 


who won it 3 except he immediately re- 
collects himfelf before the next. Card 


played 5. in which Cafe he may recover his: 


Card,. and mutt not be Beefted. 


He does not rexounce, who, having for-. 


got the Trump, has been told by any 
Body: thar the Trump is. in fuch a Suit, 


andwho, having none of the Card which: 
is- Led, thall trump it with. ene. -of that 
Ds Suite 
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Suit he has been told was Trumps ; but 
he cannot take up his Card again, and the 
Trick muft belong to him, who won it; 
it being unjuft to punifh Honefty after the 
fame Manner as one would Knavery, or 
what might look like fuch. 

He, who, without asking what is Trumps, 
fhall trump with a Card, which is not fo, 
and:fhall have rurned down the Trick, muf 
be Beefled, if it appears, or may be fufpected, 
that he did it with a fraudulent Defign. 

He, who renounces feveral Times in one 
Deal, if it is not perceived till after the 
Tricks are turned down upon the Board, 
is to be Beeffed but once; but if after he has 
been made fenfible of the firft, he is ftill 
fhewed a fecond, and then a third, he 
mult be Beefled for every Renounce he made, 
and he muft take up all his..Cards and play 
them over again, as they ought tobe played; 
and the other Players muft obferve to play 
their. Cards as they played. them-before, 


VI. Of the Baults of difcovering one’s 
Game.}.'The Fault of difcovering one’s Game 
is not the lefs confiderable for its. being 
common, fince the ‘Foleration thereof 
might introduce many Abufes. 

It is not therefore permitted either to 
Thofe, who undertake to play, or to 
thofe who defend the Stake, to. difcover 
their 
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their Cards before the Game is won, by 
Reafon that the Friend of him, who ha: 
fhewed his Cards, may make his Advantage 
of it. So that he, who does. it, *muft be 
Beefted. 

This Cafe does not regard him, who 
plays Sans-prendre, or who has called his 
own King, becaufe his Game can be far 
vour’d by none . 

Thofe, who defend the Stake,. tho’ 
they have made fix Tricks, are not to ex- 


pofe their Cards, but to continue playing. 


till the laft, to fee whether the Omére can 
win his.three Tricks to avoid being, Beefled 
alone.. 3 


VII. Of the Faults of Speaking.} It ts 
not permitted at Qyadrille to {peak at 
all, not even to fay, That is the King; 
fince the Perfon: who is.to play next, et 
ther ought to know That, or may find it 
out by the Tricks already made. Neither 
ought any one to fay, /ach, or fuch Cards 
have been trumped, even he, whois to play, 
muft notask ir, buc may look in the Tricks, 
which have been played before. 

He, who fpeaks a Word in playing; to 
encourage his Friend, muft not pretend to 
the Vole. 

He, who fays a Word to make him de- 
fift, mutt be Beefted. — 
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It is not even permitted to fay, we have 
fix Tricks. 

The Liberty each Player has tolook over 
the Tricks whenever he pleafes, ought to 
be haa ftood only whenhis Turn comes to 
play, having no Occafion to know what 
has i, but only when he is to: deter- 
mine what he is to play. 

By this Means are prevented the Abufes, 
which frequently happen, when he, whofe 
‘Furn to play is either paft, or nor comey, 
counts fuch and fuch Suits; becaufe by fo 
doing, he determines him, who is in Su- 
fip ede whether to play this, or that Card; 
and befides the Prejudice it may do the 
Game, it is unfeemly, and does not look. 
well fo to do: 


VIL Of the Bech There issno-Time 
prefcribed when the Beefe- is not tb be for- 
reited 5. it may. be demanded feveral Deals 

fter he,. who won it can prove that he 
won it in the fame Deal, wherein it na- 
tu fhould have been played for 3 but 
iL ae is fo of the AMifakes that may have 
been made in reckoning the Beeffes: As 
for Example; if a Beefle, which fhould: 
have been counted for 56 Counters, went’ 
but at 42, and he, who won ir, has re- 
ecived them, without demanding the Over- 
plus of this Adfake, it. mutt not. be paid 
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if the next Deal ~has been played 
out, to avoid the Confufion fuch Difputes 
might occafion ; ‘neither would it be 
Juftice, fince the Party runs no, Hazard 
of lofing more than what he may win. 


IX. Of the Sans-prendre, and the Mata- 
dores.} The Sans-prendre and Matadores 
are to be demanded before the Cards are 
cut for the next Deal, otherwife they are 
not to be paid. 

It has been neverthelefs judged neceflary 
to make Exception to this Rule, to punifl: 
the Knavery of fuch, who occafion thole 
that have a Right to demand this Due: 
from them, to lofe it by fhufling the Cards, 
and caufing them to be cut before they are 
aware, and by Confequence, before they hads 
demanded what they ought to have had as. 
W inners. 

If he, who plays Sans-prendre, either 
with, or without Matadores, has not re- 
ceived from any one of the Players what 
he was to have had for winning the Game, 
hemay, notwithftanding the Cards are cut,. 
demand, together with the Rewards, (fc. the 
Sans-prendre,and Matadores, if he hadthem. 

If he, who played Sans-prendre, has not 
demanded it, and has himfelf either cut 
or dealt the Cards, there is nothing due to 
him but the: Srake and Rewards for the 
Game he won. I 
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If he, who played Sans-prendrey. with 
the Matadores, demands thro’ Miflake.the 
one for the other, he mutt have nothing 
paid him, except he recolleéts him{elf 
before the Cards. are cut; this Game re- 
quiring a formal Explication of every thing 
in its proper Terms. 

Fe, who plays, calling a King, is not 
obliged to obferve this Dittinétion, becaufe 
there being two of them concerned,. either 
of them may demand what is. their Dve 
before thé Cards are cut; this Law only 
regarding thofe, who play either Sans-prendre 
or cails their own King. 

He, who, playing Sans-prendre, fhews 
his Game, which he has fure in his Hand, 
without naming the Trump, is obliged to 


play. in the Suit, which one of his Adverfa- 


ries {hall name. So having taken up his 
Cards again, he lets the eldeft Hand play.; 
to whom it belongs.to name-the Trump 
before he throws. down his. firft Card ; or 
if, being himfelf eldett Hand,. he Leads 
the Board with Spadille, or Baffo, with- 
out declaring the Suit he plays in; this 
Game, as has been already obferved, requir; 
ing an intire Eplication: 


X:. Of forced Games.] When all the Play- 
ers have pafféd, he, who has Spadille, is 
forced to play, It is to be prefumed that 


having 
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having pafed he has no good Game ; and 
by Confequence Juftice demands that he 
fhould not be fubjeét to the Laws of thofe, 
who play of their own Accord, which 
obliges them either to win three Tricks, 
or be Beefled alone. For this Reafon he, 
who is forced to play by having Spadille, 
muft not be Beeffed alone, tho’ he makes 
but one Trick. 


XI. Of the Contre, the Vole, and the 

Devole.] Quadrille may very well admit 
of the Contre, which fome were about in- 
troducing into Ombre, as ufed in the 
Game of La Béte (The Beefe.) Thofe 
therefore, who are willing to admit it fhould 
follow this Ruwe. 
_. He, who would play Sams-prendre, and 
engage himfelf to undertake the Volk, 
fhould be fuffered to play in Preference to 
him, who, tho’ he is to fpeak before him, 
only offers to. play fimply Sans-prendre, or 
without Calling. 

He, who having played Sans-prendre, and 
undertaken the Vole, but miffed it, muft 
pay to every one of the Players the Forfeit 
of the Vole he has loft, and muft not be 
paid for Saus-prendre ; Matadores if he had 
them; or the Rewards; nor mutt he even 
draw the Stake nor the Beeffes that were 
played 
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played for; but he muft not be deefed him- 
felf except he loft the Game ; in which 
Cafe he muft pay all that is due for the 
Rewards, the Sans-prendre, the Vole, and 
the Matadores, if he had them. 

As This is a Circumftance, which very 
rarely happens, there can be no great Ha- 
zard in admitting it. 

He, whois forced to play with Spadille, 
cannot pretend-to the Vole, by Reafon of 
the Advantage Spadille difcovered may pro- 
cure him. 

The auxiliary-King muft have appeared 
before there is any Rightto undertake the 
Vole; otherwife, as no Rifque is run, fo-no 
Recompence is to be expected. 

He, who plays and wins no Tricks makes 
the Devole, (is flammed) which he mutt pay 
to the two Defendants, and not to his 
Friend, \eft the Defire of Gain fhould in- 
duce the Friend to play againft him, whom 
he fhould affift, when the. Game becomes 
defperate. 

This Law, rigorous as it is, cannot Well 
be too much fo, fince it tends to prevent 
playing upon low Games. 

Itisa Rule generally received and approved 
of, that Thole, who difcover their Game, 
muft not pretend to the Wale. Neverthe- 
lets, if any one of the Players has in his 
Hand five or fix fure Tricks, and expofes 

. his 
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his Cards, faying that ‘he undertakes the 
Vole, notwithftanding his Friend is to play 
firft, he is admitted without its being in 
his Adverfary’s Power to hinder him ; 
but they are at Liberty to compel the 
Friend of him, who undertakes it, to 
lead the Board with what Card they pleafe, 
to the End that he may make no Ad- 
vantage of his having feen, his Partner's 
Hand; but This is only allowable before 
fix Tricks are already won by thofe, who 
play ; for if they have made /ix Tricks, none 
but he, who is to play next, has a Right 
to undertake the Vole, or to defift, ac- 
cording to the ordinary Rules. "Thus, has 
this Point been juftly mitigated; becaule 
he, who fhews his Game can, from fo do- 
ing, reap no other Advantage than only 
fhortening the Length of the Deal; and is 
yet fentenced to have undertaken the Vole 
whether he makes it or not. 

This is all that concerns the Games of 
Quadrille and Quintille. Af any Difficul- 
ty or Difpute fhould arife, you are to fol- 
low the fame Rules that are obferved at 
Ombre Played by ‘Three or Four. Lafily, 

Single-Ombre, as played between Two 
Perfons only; is a Method of Play, that 
has very little in it diverting’: Neverthelefs 
it is fometimes played, when a Third Per- 


fon is wanting, and People do not know 
how 
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how otherwife to divert themfelves. It may 
be of fome Ufe to teach Beginners how to 
difcard and play the Cards. 

‘The Manner of Play, is exaétly the fame 
with the other Ombre. 

firffy You mutt take an entire Suit out 
of the Pack, either Diamonds, or Hearts, 
it is indifferent which ; then there will re- 
main Thirty. 

You are to deal 8 Cards a-piece, begin- 
ning with 3 and 3, and laft of all with 
2 a-piece 3 when this is done, there will 
remain 12 in the Stock, out of which the 
Ombre is to take as many as he pleafes, the 
other may take the rett. 

When the Trump is named, you are 
paid for Afatadores, and lay, down for your 
Paffes here as you do at Ombre with Three, 
and in every Refpeét it is juft the fame. 

The Omére is to win ¢ Tricks to gain 
the Stake : When the Tricks are divided 
by 4 a-piece, it is a Remife; if he. who 
defends wins 5 Tricks, he wins Cod'lle. 

To conclude, you are to take Notice that 
the general Rules of Ombre are the fame, 
whether you play the Game between Two, 
Three, Four, or Five Perfons, or E/padille 
Force, only with thefe Differences that we 
have explained ; fo that the following 
Terms will ferve for All, 
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T can only fay, that by thefe Direéctions 
any Perfon may learn to play, but I can- 
not promife them that they fhall play 
well, for that muft depend upon Genius 
and Experience. 

Now atter all that is faid, the Original 
Ombre by Three, is much more agreeable, 
than any of thefe new Grafts with which 
the old Stock has been loaded. 





Terms peculiar to the Game of OMBRE, 


I. O go to the Bottom: That is, when 

. hewho takes in, next tothe Ombre, 

takes fo many Cards, that he does not 
leave ¢ to him who is to take in Jaft. 

II. The Bafo: is the Ace of Clubs, which 
is always the third Trump, in whatfoever 
Suit you play. 

III. The Cedille: is when one of thofe that 
defend the Game againit the Ombre wins 
the Stake. 

IV. To name the Trump: is when the 
Ombre fays, I play in Hearts, Diamonds, 
Spades, or Clubs. 

V. The Difcard : are the Cards laid our, 
which are always to be placed at the 
Right-hand of the Dealer. 

VIL Spadille, 
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VI. Spadille, or Efpadille: is the Ace of 
Spades, which is always the firft Trump, 
in whatever Suit we play. 

VII. E/padille Force, or Forced Efpadille : 
is, when it is agreed before you begin, 
that he who has Spadille, fhall be obliged 
to play, if the reft will nor. 

VIEL. To force the Ombre: is, when he 
that plays before the Ombre plays a High 
Trump, in order to force the Ombre to 
play a Higher to win it 

IX. The Gauo : is as much as to fay, Pafs 
It, or leave it to me. 

X. Ombre : is not only the Name of the 
Game, but alfo the Perfon who names 
the Trump and plays ;-for the Stake is 
called The Ombre. 

XI. Manille: is either the Duce in Black, 
or the Seven in Red, and is always the 
fecond Trump. 

XII. Matadores : are the Three principal 
Trumps fo called, which are Spadille, 
Manille, and Baffo. 

XIII. Matadores Single: is when they are 
to be paid fingle; for Example, when 
you are to be paid but one Counter for 
each. ; 

XIV. Matadores Double: is when youagtee 
to pay twoa-piece for Matadores. 

XV.Falfe Matadores : Two Matadores with- 
out the Third, are fo called, but are never 
paid, XVI. Punto: 
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XVI. Punto: is the Ace of Hearts, when 
Hearts are Trumps; and the Ace of Dia- 
monds, when Diamonds are Trumps. 

XVII. Sans-prendre: is to play without 
Difcarding, or taking any in. 

XVITI. Sans-prendre Single : is when you 
gresto receive  uuet 2 Counters, «fOr 
playing Sans-prendre. 

XIX. Sans-prendre Double: is when you 
apree to pay 6 for playing Sans-prendre. 

XX. Remife: is when the Omoére is Beetted, 
and no Body wins Codille. 

XXI. Remife by Three: is when the Omdre 
is Beefted by your winning 3 Tricks 
a-piece. 

XXII. To Renounce: is when you do 
not follow Suit, and have fome of that 
Suit in your Hand. 

XXII. To make Renounces : is when in 
Difcarding, you lay out an entire Suit, to 
be able to Trump a King. 

XXIV. Repuefia, Repofie: is the fame thing 
as Remi/e. 

XXV. The Stock: are the Cards that are 
left, which you take in after, and) Dif- 
card others. 

XXXVI. The Zours: are the Number of 
Deals you agree to play: But, remember 
that a Pa/s ora Codille, is not reckoned for 
a Tour. 


The 
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The LAWS relating to OMBRE. 


J, YF the Ombre forgets to name his Trump, 
I and has looked at the Cards he took 
in, one of the others may name it for him. 

II. If the two Defendants fhould {peak 
both together, and one name one, and 
the other another Suit, you muft play 

in that Suit which was named by him 
who fits upon the Right-hand of the 
Ombre. 

Ill. When the Ombre forgets to name his 
Trump, or names one Suit for another - 
by Mittake, he may take in his Difcard 
again, provided, the Cards he took in 
from the Stock, are not mixed with the 
ref{t of his Game. 

IV. Tho’ the Ombre has feen his Cards, if 
he prevents the others, and namesa Tramp 
before them, it is good, 

V. The Ombre muft be very exaé in nam- 
ing his Trump. 

VI. Youare not obliged to play a Matadore 
upon a {mall Trump, and may Renounce 
if you have not an inferior Trump. 

VII. A Superior Matadore forces an Inferior, 
if you have no other Trump to play to it. 

VIII. You cannot Renounce with any 
Trumps in your Hand, except the three 
Matadores. | 


IX. A 
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IX. A Superior Matadore does not force 
an Inferior, unlefs it leads. 

X. Matadores are not to be paid, unlefs 
they are in the Hands of the Ombre. 

XI. You cannot demand to be paid for 
Matadores, or Sans-prendres, aiter the 
Cards are cut for the next Deal. 

XII. There is no Time preferibed for the 
Beefie, and it may be taken while the 
next Deal is playing. 

XIII. The Cards’ muft be dealt no way 
but by 3 and 3. 

XIV. If one of the Black Aces be turned 
up in dealing, there muft be a new 
Deal. 

XV. If the Card feen be any thing but a 
Black Ace, the Deal is good. 

XVI. Whether the Dealer, or another, 
turns up the Card, it is the fame Thing. 

XVII. If a great many Cards are turned 
up in dealing, they muft be dealt again, 

XVIII. He that has ten Cards dealt to him, 
cannot play. 

XIX. He that has but eight Cards dealt to 
him, cannot play. ! 

XX. He that has eight or ten Cards dealg 
to him, may play, if he gives Notice 
that he has too many, or too few. 

X XI. He that paffes with ten Cards ia his 

Hand, is not Beeffed; unlefs he has fo 

E, many, 
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r= 3 


many, after he has taken in, when ano- 
ther plays the Game. 

XXII. He that has ten Cards, may play 
Sans- prendre, if he did not deal ; but one 
‘n the others is to draw a Card out of 

is Hand at hazard. 

XXII Hie that has but eight Cards, may 
play Sans-prendre with his eight Cards, 
if he gives Notice. 

XXIV. If one of the Players turns up a 
Card of the Stock, and looks at it, he 
cannot play, but the others may. 

XXV. If be that has a fure Game, and 
ge Sans-prendre, thews his Game 

ithout naming his Trump, he may take 
up the pier 

XXVI. He who names his Trump, with- 
our fartt tyes sked L cave, is obliged 
to play Saus- prendi ey let his Game be e- 
ver fo bad. 

XXVIL. If the youngeft Hand names his 
Trump without aking Leave, he is 
not obliges to play Sans-prendre, if the 
others have pafi¢d. 

XXV i Lett any Cards remain after. all 
fave taken in, he who left them may fee 
them ; and if he does, the other may. 

XXIX. If any of the others fhould look at 

the Cards left, when he who left them 

did not, he is Bee/ed. 


ip an erage 
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XXX. He that in taking in his Cards, 
fhould take more than he laid out, is 
not Beeffed, if he has not looked on them, 
but he is obliged to put them back. 

MXXI. If he has mixed them with the 
reft of his Cards without feeing them, 
one of the others fhall draw out of his 
Cards at hazard, as many as he took a- 
bove his Due. | 

XXXII. He who takes lefs than his Num- 
ber, may take the reft at any time while 
the Stock is upon the Table; but if they 
are all taken in, he muft draw as many 
as he wants from among the Difcard. 

XXXIIL. He that has none of the Suit 
that leads, is not obliged to play a 
Trump. 

XXXIV. He that plays out of his Turn, 
is not Beeffed, but it is reckoned bad 
Play. 

XXXV. Ifthe Ombre {ces a Card in either 
of the others Hands, he cannot oblige 
him to play it; no Card is played, till 
it is upon the Board. 

XXXVI. Every one has the Liberty of 
examining another’s Trick, to fee what 
is OUL. 

XXXVII. If the Pack be falfe, and it is 
found out in playing, the Deal goes ior 
nothing. 


E 2 XXXVI. Tio’ 
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XX XVIII. Tho’ the Pack be falfe, if the 
Deal be played out, it is good. 

XX XIX. He who Renounces is Beefted. 

XL. When any one has renounced, every 
one is to take back his own Cards, and 
it is to be played over again, provided 
the Cards are nor played our. 

XII. Several Beefies made in one Deal, 
may be played off the next. 

XLIT. When there are feveral Beeffes upon 
the Board, the higheft Bee/ffe is played 
off firft, after the firft Stake 

XLII. He that can win four Tricks with- 
out calling Gano, ought not to call it. 

XLIV. The Ombre is never to call Gano, 

XLV. The Ombre ought not to give up, 
without playing the Cards, let his Game 
be ever fo bad. 

XLVI. When the Players mark different- 
ly either for their Stakes, or Paffes, all 
are obliged to mark equal with the higheft ; 
and the Bee/fes muft be accordingly. 

XLVII. He that gains a Vole, wins twice 
as much as lies upon the Board, if there 
be but one Beeffe. : 

XLVIII. If there are many Beefles, upon 
the Board, he takes all, and is to be paid 
no more. 

XLIX. If there are a great many Becfles, 
which, by Confenr, or becaufe they 
were made in one Deal, are put together, 

he 
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he that wins the Vole fhall be paid as 
much more. 

f.. The ole is undertaken, if after one has 
won his five Tricks, he plays down ano- 
ther Card. 

LI. If he who undertakes the Vole does 
not win it, the two others are to divide 
betwixt them what lies upon the Board. 

LII. When the Vole is undertaken, the two 
who defend it may look in each other’s 
Hands, the better to difappoint it. 

LILI. If he who undertakes the Vole plays 
Sans-prendre, or has Matadores, he is to 
be paid for them if he faves his Bee/fe, 
tho’ he does not win the Vole. 

LIV. A Codille won, is not marked fora 
Tour. 

LV. When a Number of Jours is agreed 
to be played, he who will not play to 
the End, ought to pay all that ts loft. 

LVI. He who difcards and takes in before 
his Turn, is Beeffed, if what he takes 
in is mixed with his Game. 

Thus have we given the Laws relating 
to Ombre (in all its Branches, either between 
2, 35 4, or ¢ Perfons) but cannot conclude 
this. Article, without reciting Mr. Pope's 
beautiful Defcription of the Manner of 
playing this Game between Belinda and 
her Iwo Knights at Hampton-Court. 


E 3 BELINDA 
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Bertinpa now, whom Thirft of Fame invites, 
Burns to encounter Zwoadvenv’rous Awighes 
At Omsre figly to decide their Doom, 
And fwells her Breaft with Conqueiis yet to come. 
Strait the T4ree Bands prepare in Arms to join; 
Each band the Number of the facred Nize. 
Soon as the fpreads her Hand, th’ Aertal Guard 
Defcend, and fit on each important Card: 
Firft Arie] perch’d upon a Matadore, 
Then each, according to the Rank they bore ; 
For Sylphs, yet mindful of their antient Race, 
Are, as when Women, wond’rous fond of Place. 
Behold, four Kizgs in Majefty rever’d, 
With hoary Wiskers, and a forky Beard: (er, 
And four fair Daeexs, whofe Hands fuftaina Flow- 
Th’ expreffive Emblem of their fofter Power, 
Four Kzaves in Garb fuccinét, a trufty Band, 
Caps on their Heads, and Halberds in their Hand; 
And party-colour’d Troops, a fhining Train, 
Draw forth to Combat on the Velvet-Plain. 
The skilful Nymph reviews her Force with Care; 
Let Spades be Trumps the faid ; and Tramps they 
" were. 
Now move to War her fable Matadores,| 
In thow like Leaders of the fwarthy Moors. 
Spadiliia firft, unconquereble Lord! 
Led off two Captive Trumps, and {wept the Board. 
\s many more Mazillia fore’d to yield, 
And march’d a Vidor from the verdant Field. 
Him Baffo follow’d, but his Fate more hard, 
Gain’d but one Trump, and one Plebezan Card. 
With his broad Sabre next, a Chief in Years, 
The hoary Majefty ot Spades appears ; 
Puts forth one manly Leg, to fight reveal’d ; 
The reft, in many colour’d Robe conceal’d. 


The 
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The Rebel-Kzave, who dares his Prince engage, 
Proves the jut Vitim of his Royal Rage. 
Ev’n mighty Pam,that Kings and Queens o’ertbrew 
And mow’d down Armies in the Fights of Lue; 
Sad Chance of War! now, deftitute of Aid, 
Falls undiftinguith’d by the Victor Spade. 
Thus far both Armies to Belinda yicld 5 
Now to the Baron, Fate inclines the Field. 
His warlike Aiagoz her Hott invades, 
Th’ imperial Confort of the Queen of Spades. 
The Club’s black Tyrant fir her Victim dy’d. 
Spite of his haughty Mein and barb’rous Pride! 
What boors the Regal Circle on his Head,. 
His Giant Limbs, in State unweildly foread ; 
That long behind he trails his pompoas Robe, 
And, of all Monarchs, only grafps the Globe. 
The Baron now his.Diamonds pours apace; 


Th’ embroider’d King who fhows but half his Face, ; 


And his refulgent Queens, with Powers combin’d, 
Of broken Troops an eafy Conquelt find. 

Clubs, Diamonds, Hearts, in wild Diforder feenr, 
With Throngs promifcuoas ftrew the level Green, 
The Kuave of Diamonds tries his wily. Arts, 
And wins(O thameful chance! the Ducen of Hearts 
At this, the Blood the Virgin’s Cheeks forfook, 

A livid Palenefs fpreads o’er all her Look ; 
She fees and trembles at th’ approaching Ii, 
Juft in the Jaws of Ruin, and Codille. 

‘And now (as. oft in fome diftemper’d State) 
On one nice Trick depends the gen’ral Fate ; 


An Ace of Hearts fteps forth: the King wnfcen: 


Lurk’d in her Hand,and mourn’dhis captive Queen ; 

He fprings to Vengeance with.an eager Pace, 

And falls like ‘Phunder on the proftrate 4ce, 

The Nymph exulting, fills with Shouts: the Sky, 

The. Walls, the eg and long Canals. Reply, 
4. : 
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The LAWS of QUADRILLE, 


J. ¥ T is not permitted to deal the 
I Cards any otherwife than by 4 and 3, 
the Dealer being at Liberty to begin 
with which of thofe Numbers he pleates. 
If in dealing there happen to be one or more 
faced Cards, the Deal goes for nothing. 
Il.Ifthe Pack of Cards has more or lefs than 
it ought to have, the Deal goes for nothing. 
II]. If there chance to be two Cards of 
the fame Sort, and it is perceived before 
the Deal is played out, it is null ; but if 


‘the Cards are all played, the Deal is good, as 


well asall thofe which may have preceded it. 

IV. He, who miffles Deal, mutt deal a- 
gain; but is not tobe Beeffed. 

V. If he who plays either Sans-prendre, 
or calling a King, names a Trump of a 
different Suit from That his Game is in, 
or names two feveral Suits, That, which 
he firft named, muft be the Trump. 

VI. He, who plays, muft name the 
Trump by its proper Name; as he like- 
wife muft the King he ca//s. 

VIT. He, who has {aid 7 pafs, muft not 
be againadmitted to play, except he plays dy 
Force, upon Account of his having Spadille. 

VIII. He, who has asked the Queftion, 
and has Leave given him, ts obliged to 


play. IX. He, 
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1X. He, who has asked to play, muft 
not play Saus-prendre, except he is forced 
fo to do: 

X. He, who has asked to play, may play: 
Sans-prendre, in Preference to him, who 
forces him to it. 

XI. He, who has the four Kings, may 
call the Queen of either of his Kings. 

XI. Neither the King nor Queen of. 
the Suit, which is Trumps, muft be called. 

XI. He, who has one, or feveral Kings, 
may call any King he has in his Hand ; 
in fuch Cafe, to win,. he muf make alone: 
fix Tricks. If he wins, it is all his own; and 
if he-lofes, he pays all by himfelf. 

XIV. You muft not demand Gano, of 
your Friend; nor caufe him, by. any. indi- 
reat Means, to favour you.. 

XV. Every. one ought to play in his 
Turn, but for having. done otherwale, no» 
one muft be Beeffed. 

XVI. He, however, whofe Turn it is: 
not to play, having in his Hand the King: 
the Ombre has called, and fhall trump a- 
bout with. either: Spadille, Manille, or 
Baffo, or fhall even play down the K'ng,. 
which was called; to give Notice ot his. 
being the Friend, muft. not pretend to une 
dertake the ole 3 nay he mutt be condemn- 
ed to be Beeffed, if it appears. that he didi 
ir with any fraudulent-Defiga. 

Bs XVU. Hey, 
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XVII. He, who has drawn a Card 
from his Game, and prefented it openly in 
order to play it, is obliged fo to do, if re- 
taining it may be either any Ways preju- 
dicial to the Game, or may give any Inti- 
nation to the Friend ; and more particu- 
larly if the Card is a Matadore. He, who 
plays Sans-prendre, is not fubject to_this 
Law; nor is he, who calls his own King, 

XVIIL. He, who has none of that Suit 
ef the Card that leads, is not obliged to 
Lunip it; nor to throw a higher Card of 
the fame Suit upon it, if he has one. 

XIX. It is lawful to look upon every 
one’s Tricks to fee what Cards have been 
played. 

X. None ought to look upon the 
Tricks, nor to count aloud what has been 
played, except when it is his Turn to play 5. 
burt to let every one reckon for himfelt. 

XXE. He, who inftead of turning up 
the Tricks before any one of the Players,. 
fhall turn up and difcover his Game, muft 
be equally Beefed with him, whofe Cards 
he has fo difcovered, one paying one half, 
and the other the like. 

XXII. He, who renounces, mult be Beefed 
as many Times as he has fo done, if he is: 
made fenfible of every Renounce he has 
made ; but if the Cards are mixed, he ts 
to pay but one Beefie, tho’ he has made 
feveral Renounces. XXII. To 
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XXIU. To have renounced, the Trick 
muft have been turned down ; or he who- 
renounced wautt have played his Card for 
the next. Trick ; otherwife he may recal 
his Card without incurring any Penalty. 

XXIV. If the .Remounce prejudices the 
Game, and the Deal is not all played our. 
every one may take up his Cards, begine 
ning at the Trick where the Kemonnce was 
made, and play. them over-again; but if 
the Deal has been all played out, the Cards. 
may not be re-taken. 

XXV. He, who having asked what is 
Trumps, fhall tramp with a Card of that 
Suit he has been told was Trumps, tho’ in 
Effect it is not fo,. mult not be Leefed. 

XXVI. He,. who, without having en- 

aired what is Trumps fhall rump with a 
Card which isnot Trumps, if he has taken: 
up and turn’d down the. Trick, mutt be 
Beefted. 

XXVIL He, who fhews his Game be-= 


fore the Deal is out, muft.be Bee/ied, except. 


he played Sans-prenare. 

XXVIIL! Several Beeffes made in one 
Deal ought to go all together ; unlels it 
has-been otherwile agreed before. 

XXIX. The greatelt Beefes fhould be 
always firft played for. 


Cee ea A GM ar 
nicrior AyumMp. 
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be. commanded down by anit 
BEG: XXXILA 


X¥ XX. None of the Three Matadores cat 
1infe 






















































84 The Compiteat Gamesrer. Part T. 


XXX]. A fuperior Matadore forces 
down an inferior, when it is played by the 

cader. 

XXXII. A fuperior Matadore does not 
command down an inferior, if it is played 
upon any other Trump that led the Board. 

XXXII. The Matadores and Sans- 
prendre cannot be demanded after the Cards 
are cut for the next Deal, except when 
they are defignedly cut and dealt fo haftily 
that the Winner has not been allowed 
Time to demand his Due; in which Cafe, 
if he has not taken up the Stake, nor been 
paid the Rewards by any of the Players, he 
may lawfully demand the Sams-prendre and 
ifatadores together with his other Dues; 
but if it wes he himfelf, who either cut 
or dealt the Cards, he has no farther Right 
to demand them. 

XXXIV. If he who plays Sans-prendre 
with the Matadores in his Hand, demands 
only one of them, he muft receive only 
That, which he mentioned. 

XXXV. He, who, inftead of Sans- 
prendre, fhall demand Matadores, not hav-. 
ing them ; as likewife he, who {hall de- 
mand S'ans-prendre inftead of Matadores, 
cannot compel the Players to pay him 
what is really his Due ; this Game re« 
quiting a formal Explication of every Point 
in its proper Terms. He, who plays with 
the 
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the Affiftance of a King, has no Share in 
this Diftinction. 

XXXVI. If one of the two Winners 
has been paid for Matadores, the other 
may likewife rightfully claim Payment, 
notwithftanding they have not been de- 
manded. 


XXXVII. Matadoresare only paid when 


they are in the Hands of the Omdre, or of 


the King his Ally, whether all in one Hand, 
or feparately in both. 

XXXVI. He, who plays Sans-prendre, 
is obliged to name his Trump, notwith- 
ftanding he hasa fure Game in his Hand. 

XX XIX. The Game, the Stake, the Re- 
wards, and the Beeftes have no fixed Time 
fet for their Payment, but they may be 
demanded feveral Deals after, 

XL. You cannot recover the Miftakes, 


which may have been made in reckoning 


the Value of Beeffes, after the Dea/, where- 
in they were drawn, 1s over. 


XLI. He, or they, who play and make: 


all the Tricks, are to be payed what has 
been agreed upon for the Vole. 


XLU. The Vole does not draw the 


Beeftes, which were not played for. 
XLII. He, who undertakes the Vole, 

and does not make it, muft pay as much 

as he would have received, had he won 


it. 
XLIV. The 
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XLIV. The Vole is undertaken. when, 
after ula made fix Tricks, whether you 
play Sans-prendre,. or with the Afliftance 
of a King, the Card: is played. down for 
the feventh Trick. 

ALV. When. the Vole is: once under- 
taken there is no going back. 

XLVI... He, who {peaks in the Game 
to encourage his Friend to undertake the 
Vol oles cannot preten id to it. 

ALVIU. He, who fays. any Thing to 
induce him to defi from undertaking ity 
mult be Beefled. 

XLVIIL It is not permitted to give 
Notice to your Friead that you have made 
fix. Tricks. 

XLIX. Thofe,. who defend the Stakes, 
muit not comunicate thetr Game to each 
other, tho’ the Vole is undertaken, nor: 
mutt. any. one fpeak the leah Word that: 
eoncerns the Game. 

L. He, who is forced to play with: 
Spadille, cannot have any Pretenfions to 
the Vole. 

LI. The Vole cannot be undertaken?’tll 
the aNenee ry King has. appeared. 

Lil. You may, in cafe the auxiliary King 
does: not appedys) continue playing till the 
very laft Card, without incurring the Penals. 
ty. of thofe, who mils making the Hole. 





LET. Thofe 





The Laws of QuaDRILLE.. 87- 

LILI. Thofe, who make the Vole, if 
the auxiliary King has not appeared, ‘till 
the laft Trick, muft not be payed it, even 
tho’? the Queen of that Suit has made a 
Trick. 

LLV. Thofe, who, having. undertaken 
the Vole, mifs making it, are neverthelets 
to take up the Stakes, Beeffes, &c.. that: 
were played for, and to be payed the Gamey. 
Rewards, Matadores, if they had them, and: 
Sans-prendre, if fo played. 

LV. Thofe who admit the Contre 
into the Game of Quadrille, muft permit: 
him, who offers to play fo,. before any o- 
ther, who offers only to play Sans-prendre,, 
even the Eldeft Hand. 

LVE He, who playing Sans-prendre. 
undertakes the Vole, and mifles making ity, 
muft pay toeach of his Opponents the Due 
for the Vole ; nor is he to be payed either: 
the Sans-prendre or Matadores, if he had 
them, nor even the Rewards, nor the: 
Game; neither does he draw the Stakes 3, 
but he is not to be Beefled, except he 
lofes the Game; in which Cafe, he muft' 
pay to each Player, befides the Forfeit of 
miffing the Vole, what he was to have had 
for winning the Game, and be Beefied 
for as much as was played for. 

LVII. He, who plays, and does not 
make three Tricks, is to be Bee/led alone, 
and 
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and mutt likewife pay alone all that is to 
be payed ; and if he makes no Trick at 
all, he muft, befides That, pay to his two 
Adverfaries the Hole, but not to his Friend, 
left the Allurement of that Gain might 
intice the Friend, when he fees the Game 
defperate, or paft Recovery, to play a- 
gainft him, whom he ought to defend. 

EVI. When you play the Game called 
au Koy rendre, or, the King furrenderedy 
he to whom his King is furrendered, mutt, 
to win, make fix Tricks alone. As to all 
the reft, he wins or lofes by himfelf. 

LIX. Whoever refufes to play out the: 
Number of Yours agreed upon at firft, 
ought to pay all the Lofings, and the: 
Cards. 

LX. But in Cafe his Abfence is abfolute-. 
ly required upon any important Occafion,, 
the Party may be put off ’till another Op- 
portumity, taking a Memorial of the Gon- 
cition in which the Game was left. 
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AKE a Pack of Cards, and throw 

out all the Daces, Trays, Fours, 

Fives, and Sixes. You are to play with 

he reft, which will amount to thirty-two. 

Or, you may buy Packs of Picquet-Cards 

at the Card-Makers, which contain no 
more than what are ufed. 

After you have fettled what you play for, 
you are to agree how much fhall make Up; 
for this is in the Choice of the Gamefters: 
The common way of playing it, is a Hun- 
dred Up; and this feems to be the beft 
Game, becaule a Re-Picque generally wins 
the Game. 

The next thing you are to to do, 1s, 
to Cut who is to Deal ; for you muft ob- 
ferve, that at this Game the Dealer has a 
great Difadvantage. He who fhews the 
loweft Card in cutting, is the Dealer. 

A Man may cut as many, or as few 
Cards as he pleafes, provided it is gj more 
than one ; but one Card is no Cut. 

And if by Accident it fhould happen, 
that in Cutting, fome of the Cards fhould 
drop out of your Hand, and fome remain 
(which often falls out thro’ hafte) you 
muft take no Notice of the Cards that fall, 
but the Cut muft be decided by that Card 
which 
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which remains in your Hand with the 
Relt;: 

In reckoning up your Point, every Card 
is reckoned for as. much as it bears; as 
Ten for Ten, Nine for Nine, and fo down 
to the Seven, which is the loweft. Ob- 
ferve, that, an Ace is always reckoned for 
Eleven. 

You muft obferve alfo, that all Court- 
Cards are reckoned for Ten. 

And when you come to play the Cards, 
their Value is in the fame Degree ; as, the 
Ace wins the King, the King the Queen,, 
and. the Queen the Knave, the Knave the 
Ten, and fo down. 

hen the Deal is decided, the Dealer 
is to fhuffle the Cards, and offer them to 
the other to be cut. 

Ifin Cutting he fhould {catter, or any ways 
difplace the Cards, they are to be fhufiied 
and cut again... 

If the Perfon who does not deal has a 
mind to fhufile the Cards, he may 3 but 
the Dgg@ier is to give them the laft Shuffle. 

The Dealer may diftribute the Cards, by 
4, by 3, or by 2 at a time, as he pleafes,. 
till he has dealt 12 a-piece ; but he muft 
always go thro’ the Deal to the end, with: 
the fame Number as he begins 

But becaufe this changeable Way of 
dealing fometimes may give Offence, the 

| Cards: 
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PIGQUET. gt 
Cards are generally dealt at this Game by 
2and 2; and it feems beft fo. 

When the Dealer has done, he is to lay 
the Stock juft in the middle ; when they 
come to examine their Game, if one of 
them fhould find that he has not one Court- 
Card in his Hand, he isto declare that he 
has Carte-blanche: Then he is to tell how 
many Cards he will lay out, and defire the 
other to difcard, that he may fhew him 
his Game. 

When the other has difcarded, he who 
has Carte-blanche, is to fhew his Game up- 
on the Table, that the other may be fatis- 
fied it is fo; then he is to reckon ten for 
his Carte:blanche, and to difcard, in order 
to playhis Game: But he muft lay out the 
{ame Number of Cards he declared. 

The Carte-blanche is the firft thing rec- 
koned, and therefore prevents a Pscque 
and Re-Picque. 

When each has his Number of Cards, 
that is 12, there remains 8, which (as we 
faid before) are to be laid in the middle 3 
then he, who is to play firft, may take 
s, which is a great Advantage, and leave 
but 3 to the Dealer. 

But he is not obliged to take y, for that 
is to be at his Choice, or according to 
the Difpofition of his Game; he may 
take in but 2, 3, or 4, obferving to difcard 
juft the fame Number. Wher 
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When he takes lefs than five, he may 
fee the reft of them, and lay them again 
upon the Stock. 

Then the other may take all that is left, 
or what Number of them he pleafes, ob- 
ferving to difcard as many ; he may alfo 
look on the Cards he leaves, and the other 
may likewife fee them, if he declares firft 
what Card he will lead. 

But take notice, that he is obliged to 
lead the Card he names. 

And if by miftake, or otherwife, he 
fhould promife to lead a Card of a Suit which 
he had not in his Hand, he is obliged to play 
what Card the other fhall appoint him. 

Obferve that both the Dealer’ and he 
that leads, are obliged to difcard at leaft 
one, let their Games be ever fo good. 

After both have difcarded and taken in, 
the eldeft Hand is-to examine what Suit he 
has moft Cards of ; then he is to reckon 
how many Points he has in that Suit, and 
ask the other if fo many are good : If the 
other cannot reckon as many in that, or 
any other Suit, he tells one for every ten. 
An Example will make this plain. 

If the Eldeft Hand has Ace, King, Queen, 
and Knave of any Suit, he asks, dre 41 
good ? (We told you before that an Ace 
was counted for 11, and every Court-Card 
for 10.) If the other cannot reckon up as 
many, 
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many, he isto tell 4 for them; fo if he 
had so, he is to tell 5, if 60, 6, and fo 
on. 

But fuppofe 3 in either Hand fhould 
be good, he who has them is to rec- 
kon as muchas for 40, that is to fay, 43 
and the fame for any Number betwixt 39, 
and 40; but for any Number lels than 5 
nothing is reckoned: As for 41, 42, 43, 
or 44, you reckon but 4; fothat by this 
you tee there is as much reckoned for 35, as 
for 40, viz.4: The Rule is the fame inall 
Numbers betwixt 50, 60, €7¢. 

He who reckons moft in this manner, 
is faid to win the Point; when the Point 
is over, each is to examine what Cards 
he has inhis Hauds of the fame Suit, which 
are Sequents: Thele are called, either Zierces, 
Duartes, Quintes, Sixiemes, Septiemes, or 
Huitiemes, according to their Number and 
Value. 

Thefe Words may found a little like 
Conjuring, to Perfons who do not under- 
{tand them ; but they are only the French 
Terms, which we make ufe of, becaufe 
Englifo will not exprefs the fame thing in 
one Word. 

Firft, a Tierce is when three Cards fol- 
low one another in Degrees of Value as 
Ace, King, Queen; and are worth 3: 
If you add a Knave to thele, it is called 
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a Quart, and is worth 4; add a 10, and 
it is called a Quint 5; a g, and it 1s cal- 
led a Sexiemes a7, and it is called a Sep- 
tieme 3 an 8, and it is called a AHuitieme. 

The Word Zierce is from Zrois, three ; 
Quart, from Quatre, four ; Qyint, or 
Quinze, fifteen: Tho’ by a Corruption 
of Pronunciation we call it Ket, and the 
Word Sixieme, is the fixteenth ; Septieme, 
from Sept, feven; Huitieme, from uit, 
éight. 

Every Tierce is not worth three Points, 
the Quart four, the Qaintes fifteen, the 
Sixieme is worth fixteen, the Septieme feven- 
teen; the /duitieme eighteen; fo that the 
Signification of the ‘Terms inftruét you 
what thefe things are worth, when you 
have them in your Hand. 

You muft obferve, that thefe Sequents 
of Cards muft be of the fame Suit, o- 
therwife they are of no Value. 

Thefe Zierces, Quarts, Duintes, &Kc. are 
diftinguifhed in Dignity by the Cards they 
begin from ; as for Example, Ace, 
King, and Queen, are called Tierce- 
Major: King, Queen, and Knave, are 
called Yierce to a King; fo Knaye, Ten 
and Nine, are called Zierce to a Knave; fo 
every Quart, Quint, or Sixieme, that 
begins from an Ace, is called Ovart, 
Quint, or Sixieme- Major : When they be- 
gin 
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gin from another Card, they are named 
from that Card. 

Obferve, that he who hasthe beft Zierce, 
Quart, Quint, &c. being that which takes 
its Defcent from the beft Card, though 
he has but one, and the other has many 
inferior, the beft fhall fec all the others afide, 
and render them of no Value. 

So if one Perfon has a Zierce, or Quart- 
Major, and two or three ‘inferiour ones, 
the Zrerce-Major fhall make all the Small 
ones good. 

For Example, if one has Tierce-Major, 
and a Zierce of a Knave, and another toa 
Ten in his Hand, and the other has a Tierce 
to a Queen ; hé who has the Tierce- Major 
fhall reckon not only That, but the two 
Small ones alfo, and the Zierce to a Queen 
in the other Hand is worth nothing. 

So a Quart in one Hand fets afide a 
Tierce in another; and fo of the reft, the 
Higheft renders the Loweft good for no- 
thing ; and he who has a Svxieme in his 
Hand that is good, may reckon Tierces, or 
Quaris; and it the other has a Quint atthe 
fame time, it is fet afide. 

And fo it is of Septiemes, Huitiemes, &c. 
when you have one of Thefe good in your 
Hand, it gives a Value to all the reft. 

When thefe are told, you are to examine 
how many s\ces, Kings, Queens, Knaves, 
Or 
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or Tens, you have in your Hand; but no 
Number lefs than Three of any of thefe are 
good for any thing, but Three of any of 
thefe are worth Three: As for the Nines, 
Eights, and Sevens, you are allowed no- 
thing for them. 

Obterve, that the Cards are in the fame 
Degree of Value here, is in every other 
Part of the Game ; that is to fay, the Aces 
are beft, then the Kings, Queens, and 
Knaves, and laft of all the Tens. 

If one hasin his Hand 3 Aces, 3 Knaves, 
and 3 Tens, and the other 3 Kings ; he 
who has the Aces,. fhall tell all his Threes, 
and the Kingsare good for nothing. ‘Thus, ~ 
among Cards, as well as Men, The Great 
overcomes the Swall. 

He who has 4 Aces, 4 Kings, 4 Queens, 
4 Knaves, or 4 Tens, reckons 14, for 
them: And thisis called a Quatorze, that 
is, provided they are good. 

Four Aces muit be always good, the reft 
are good but as it happens; 4 Tens mutt 
be good, if the other has not 4 of any 
thing elfe. 

If there are 4 Knaves, or Tens, in one 
Hand, 3 Aces, or Kings, €fc. are not to 
be told in another Hand. 

Thus when you have reckoned all your 
Game that is to be told in Hand ; he, whofe 
Right is to play firft, begins to play ae 

An 








PicQuer O74 
And every Card he plays down, above the 
Degree of a9, he tells x for: but fora 9, 
and fo downwards, he can reckon nothing ; 
then the higheft Card of a Suit always wins 
the Trick. 

If two Cards of different Suits are played, 
that which leads wins the Trick, tho’ 
the firft was but a 7, and the laft an 
Ace. 4 

It is not the Perfon that wins the Trick 
who always reckons for it, and in fome 
Cafes both reckon 1, for the fame Trick ; 
I fhall explain this Matter. 

It the Perfon who leads, plays a tenth 
Card, he reckons 1, for it as foon as he 
plays it down ; if the other plays another 
Card that is higher, he wins it, and alfo 
reckons one; thus they both reckon for 
the fame Trick. 

If the Leader plays an 8, or 7, he rec- 
kons nothing, and if the Follower fhould 
Win it with a 9, he reckons nothing ; 
for, as I faid before, no Card under a 
Io can count at this Game: Neverthe- 
leis that Trick ferves towards winning of 
the Cards. 

But obferve, that the Follower, that is, 
he who plays laft, never reckons for his 
Card unlefs he wins the Trick. 

And obferve too, that there is one Ex- 
ception toa Rule aan down before, which 
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is, that he who wins the lait Trick rec- 


} 
Kons 1 for it, tho’ it be won with a 9, 
6, of 73 1f it be won witha 10, or up- 
wards, he reckons 2 for tt. 

When the Cards are played out, each is 
to count his Tricks; and he that has moft, 
is to reckon 10 for winning the Cards: 
If they have Tricks alike, neither is to rec- 
kon any thing 

When the ‘Deal is finifhed, each is to 
mark up, what he got by the Deal; and fo 
at the End of every Deal, till the Game 
panes 

When the Game is at an End, you are 
to cut again for the Deal, if you play on; 
ae fo every Game you play. 

Sometimes it is agreed to play a certain 
Number of Games, and to deal alternative- 
ly to the End of thofe Games. As for Ex- 
ample, viz. When it happens that both Par- 
tics are within a few Points of being up, 
the Carte-blanche is the firft thing that rec- 
kons. 

ir there be no Carfe-dlanche, the Point 
is the firft thing. 

The feeond thing is the Sequents, as Zier- 
ces, Quarts, Quin fh &c. The nextto thofe 

to be fekoned: “are the Threes, or mia 


as 3 Aces, or 4 Knaves, or Tens, Queens, 
or Kings, 


As 








PICQVET. og 
As for Inftance, if both Parties fhould be 
ys of the Game, and one has in his Hand 
4f, or fo, for Point; which we will fup- 
pofe to be good: and the other a Quint, 
or a Quatorze of Aces, he who has the 
Point wins the Game ; becaufe, as J faid 
before, it is to be reckoned firft; and the 
reft have the fame Preference according to 
anks, as is already fhewn. 
one be o9 of the Game, before he 
lays down the firft Card; he plays it up, 


Pics 


tells as {oon as he plays down, the other 
cannot till after the Trick is won. 





Of the RePrcaueE. 


YE who without playing down, (that 
A is, in Carte-blanche, Points, Quints, 





Quatorzes, Kc.) can reckon up 30 in Hand 
when the other has reckoned nothing, rec- 
kons 90 for them; and this is called a 


Repicque. 


> 


If he can make up above 30 in Hand, 


he reckons as much above 90; as if he has 
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32, 33, or 34; he reckons 92, 93, 94, 
and fo on. 





Of the P1cQuE. 


| E who can make up 30, part in Hand, 

and part by Play, before the other 
has told any thing, reckons them for 60; 
cand this is called a Picque. 

It muft be obferved here, that when he 
makes his 30, if he fhould by Miftake, 
omit faying 6o, and reckon only 30, and 
fo go on with 31, 32, and then playing 
the Cards out fo, he fhould afterwards re- 
colleé&t his Error, and reckon 30 more for 
the Picque; he is not to lofe the Benefit 
of his Picgue. 

Bur, if he has marked up his Game ; 
and the Cards are cut, and diftributing for 
the Deal following, it is too late to recall, 
and his Game mutt ftand as it is marked. 





‘! Of the Carport. 
E who wins all the Tricks, inftead of 
reckoning 10, which is his Right for 
winning the Cards, reckons 40, and this 
is called a Capot. I fhould 
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I fhould have obferved before, that when- 
ever the Points, the Tierces, Quartes, or 
Quints, are equal in’ both Hands, neither 
is to reckon any thing for them ; tho’ ac 
other Games an Advantage in this. Cafe is 
given to the firft in Play, or the eldett 
Hand. 





Accidents ewhich happen at this GAME, 
and the Penalties which attend it.. 


IRST, if the Dealer by Miftake, or 
otherwife, fhould give a Card too 
many, or too few, it is at the Ele€tion of 
the Eldeft Hand, either to play the Game,, 
or make him deal. again. 

If the Eldeft, having 13 Cards dealt 
him, refolves to play (you mutt obferve, 
there can be but 7 Cards in the Stock, if 
the Dealer has his 12) in this Cafe he 
mutt lay out ¢ Cards, and take in but 4. 

If he plays when he has but 11 Cards 
dealt, he mutt lay out a Card lefs than what 
he takes in. 

And the Dealer is to do the fame, if 1b 
or 13 Cards fall into his Hand ;. but it ts 
only in the Choice of the Eldeft to plays. 
or make him deal again. 
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If one fhould have ry, or but 9 Cards 
dealt him, which may happen when the 
Dealer does not think of what he is doing ; 





3 
in this Cafe the Cards muft be dealt again, 
and neither have Power to hinder it. 

He that has a Carte-blanche, Point, Quints, 
or Ouatorzes, in his Hand, and plays down 
a Card before he remembers to name it, 
lofes the Benefit thereof; and fo he does 
of every thing that is to be told in Hand, 
if he does not name them before he plays 
down. 

If one Party names his Point, and the 
other allows it to be good ; if he does not 
remember to thew it before he plays down 
a Card, it is good for nothing to him, 
and he muft not reckon it. 

So it he fhould name Zierces, Quarts, 
or Quints, and not fhew them before he 
plays down, he lofes the Advantage of rec- 
koning them. 

On the other Hand, when this happens, 
the Dealer fhall tell his Points, Tierces, Quarts, 
or Quints, &c. tho’ they are not fo goed 
as the others. 

But he muft likewife. fhew them before 
he plays down to the Leader’s Card, orher- 
wile he lofes the Right of reckoning them, 
as well as the other, 

Hethat has Zhrees, or Quatorzes of Aces, 
Kings, Queens, Knaves, or Tens, is not 
obliged to fhew them. If 
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Ifone fhould count a Three, or Quatorze, 
which he has not in his Hand, tho’ he laid’ 
it out by Miftake, or otherwifes if the o- 
ther finds it out at any time before the Cards 
ave cut for the next Deal, he cuts him off 
from all he reckoned, and he is to count. 

! >got by that Deal. 

If the eldeft fhould count 3 Aces when. 
he laid out 1 of them, and the other 
Cings, or any thing elfe; he fhall count 
3 Kings, tho’ he does not difcover the o- 
’s falfeReckoning till the End of the Deal. 

Obferve, that tho’ he who reckons falfe, 
can count nothing by the Deal; yet what 
he has in his Hand’ may hinder the other, 
and fave a Picgue, or a Repicque. 

As for Example, he who counts 3 Aces 


falfe, and has a Quint-Major in his Hand; 
tho’ he cannot count for it, yet it cuts the 
other off from counting any inferior Quint, 
Quart, or Tierce. 

He that takes in a Card more than he 
lays out, incurs the fame Penalty, and counts 
nothing. 

But he that takes in a Card lefs than he 
lays out, may count his Game. 

Te that has a Card lefs than his Num- 
ber, muft play Card for Card with the o- 
ther, as long as his Cards laft, 

When one has 12 Cards, and the other 


hod 
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} MPO ieee mili oat tye Cit Aor reid 
ut 10; if he who has the12 Cards, fhould 
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win 10 Tricks fucceffively, then he has 
2 Cards left in his Hand, which we will 
fuppofe to be the King of Spades, and 
any {mall Card of another Suit; the Other 
has but 1 Card, which we will fuppofe 
to be the Ace of Spades: If the firft plays 
his {mall Card, the other mutt play the 
Ace of Spades to it. Thus he fuffers a 
Capot for want of another Card; and this 
feems juft, becaufe it was his own Fault 
that he wanted a Card. 

When a Card is once played out of 
Hand, it cannot be taken up again, unlefs 
it be inthe Cafe of a Renounce ; if then, by 
miftake, one fhould throw down a Card of 
a different Suit when he has one of the 
fame in his Hand, he may take it up again, 
and play down the other, 

If the Leader fhould play a King, and 
the other having the Ace of the fame Suit 
in his Hand, fhould in furprize play a {mall 
Card of the fame fort, he cannot recall If, 
but muft be content to lofe the Trick. 

If one Perfon has 3 Aces in his Hand, 
and by Negligence fhould count 3 Kings 
inftead of his Aces, he counts nothing that 
Deal. 

Provided, he does not recolleé& his Mitt 
take before he plays down his firft Card; if 
he does, in all the aforementioned Cafes he 
faves the Penalty. 

If 
















Prequet. TOs. 

If when the Deal is half played out, one: 
of the Parties expecting to win no more: 
Tricks, fhould throw up the Cards, and: 
mix them with the reft; if he repentsafter,, 
and would take his Cards up again, he ts. 
not allowed: But if they are not mixed: 
with the reft, he may take them up agains, 
and play out the Deal.. 

When the Cards are played out, except: 
2or 3:0n one Side, and one) fuppofing: 
the other’s Cards to be better than his own,. 
fhould throw them down; but finding himfelf 
miftaken, he takes his Cards-up again after,. 
he fhall be obliged to play which of the 3: 
Cards the-other directs him. | 

It is not allowed in any cafe to difcard: 
twice: As for Example: 

He who takes in firft, lays out 4 Cards 5, 
therefore he is-to take in but 4: If by the 
outfide,. or any other Means, he fhould’ 
know the sth to be a good Card, and: 
offer to lay out another in order to take: 
it in,. the other mutt not allow him to do it.. 

And the Rule is- the fame in refpect. of 
the- Dealer: If he does not take all the- 
Gards that are left him, after he has once dif-- 
carded, and takenin, hecandifeardno more, 
tho’ he-has not looked ontheCardshetakesin- 

Nor is it allowed before difcarding,. to: 
look to examine the Cards you are to take’ 
in, even on the outfide, Icft. they fhould 
be.known by their Backs: 

By §; Hé. 
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the other to cut again, he ought not to 
confent; and the Cafe is the fame if he 
that cuts fhould happen to know it to be 
a good Card for the Dealer: For the Cards 
are never to be cut twice, but in the Cafes 
before mentioned. 

Whoever is found taking a Card in, that 
he had laid out before, lotes the Game. 

When, by Miftake, one has taken a 
Cardin, more thanhe had laid out, and to a- 
void the Penalty, which is, of reckoning 
nothing that Deal, he fhould attempt fe- 
cretly to lay it out again, he isto lofe the 
Game. 

This Game is always played with Lur- 
ches, unlefs it be firft agreed on to the 
contrary ; that is, when the Lofer cannot 
make up 0, before the other wins the 
Game, he isto pay him double. 

If they play for a Guinea.a Game,. he that 
is lurched. lofes Two. 





Of the POOL. 


HE Pool is another way of playing: 
Picquet, only invented for Society-; 
it 1s in every refpect played.the fame way 
with the other Game; but it is a Con- 
trivance to bring ina Third. As for Ex- 
ample : Three 
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Three Perfons are to cut, he who cuts. 
the higheft Card, ftands out the firft Game, 
for it is held an Advantage to be out firtt. 
Then the others are to cut for Deal, as is 
before directed ; if they play for Guineas, 
they are to lay down a Guinea a-picce, W hich 
makes 3 Guineas : Then he who lofes 
the firft Game lays down a Guinea more, 
and goes out, and he who ftood out be- 
| fore, fits down. Ff the firft Gamefter beats 
| him alfo, he (weeps. the Board, which 1s 
called winning the Pool: And. the Lofer 
nuft lay another Guinea to it. 

But if he who won the firft Game, lofes 
the fecond; he pays his Guinea,. and makes 
room for the other: T hus it goes round fome- 
times, till the Pool amounts to a great Sum 

You mutt obferve,. the Pool isnever won, 
till one Perfon gets two Games fucceflively. 

Every Perfon that lofes. a Game,. lays 
down a Guinea to the Pool. 

When any Perfon is lurched at this Play, 
he lays down one Guinea to the Pool, and 

ays. another to-him who lurched him. 

This is-all that can be faid upon: Picquets 
the Directions are ample enough to initruct 
any Perfon in the Game. As to the Art of 
Playing well, in order to win,. which con- 

| = fifts chiefly in. playing the Cards,. I. think 
| it cannot be demonftrated any way by Li- 
| ge&tion. It is a Science which mult be ac- 
| : quired 
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Thirty-two Cards are the Number made 
ufe of at Picguet, fo- that juft. half of them: 
will be kvowz to you; and in Dealing you 
may have an opportunity to give your felf 
thofe you Jike beft;. and if you cannot con-: 
veniently change the Pack according to: 
your Defire, you will commonly know 
what you are to take in, which is-ademon- 
flrative Advantage to win any one’s Mo-. 
ney: 


All we fhall add, is, Mit. Wycherley’s: 
witty. Szmile on this GAME,. viz: 


InCourrs, 4s at Picquer, afhuffling King, 
Does the Top Cards, oft torbe Bottom bring ;, 
And in Courts too, as at Picquet,. we've feen: 


Good .Cards difcarded, and worle taken in. 
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rWHIS is reckoned one of the moft Po- 

lire Games on the Cards; and only 
fit for Perfons of the Firft-Rank to play 
at; by reafon of fuch great Loffes, or 
Advantages, as may poflibly fall on one 
Side or other. 

It is, in its Manner, pretty much like 
The Koyal-Oak-Lottery 3 and as That, by 
the Lottery-Man’s having ¢ Chances, in 
the 32 Figures, muft certainly ftrip all Ad- 
venturers in a long Run, fo the Dealer, 
who keeps the Bank, at BASSET, hav- 
ing the fole Difpolal of the fir and lafé 
Card, and other confiderable Privileges in 
Dealing the Cards, has (without doubt) 
a greater Profpeét of gaining than thofe 
who Play: This was a Truth fo acknow- 
ledged in France, that the King made a 
public Edi€t, that the Privilege of a Zal- 
liere, or one who keeps the Bank at Baffer, 
fhould only be allowed to Principal-Cadets, 
or Noblemen’s Sons, fuppofing, that who- 
ever kept the Bank, muft ina very short time 
acquire a confiderable Eftate. 

But all other Perfons, for fear of ruining 
private Families, were, There, confined Po- 

litically 
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litically to a Twelve-penny Bank; tho’ 
Flere, they have the Liberty of ftaking what 
they pleafe. 





An Explanation of the TERMS of BAS- 
SET) (Ute. 


1.7 HNHE Yalliere, is the Bauk-Keeper ; 

A who lays down a Sum ‘of Money 
beforé all that Play, to anfwer every win- 
ning Card which fhall appear in his courfe 
of Dealing. 

2. Lhe Croupiere ts one who is afliftant 
to the Talliere, and ftands by ‘to: fupervife 
the lofing Cards; that when there are a 
confiderable Company at Play he may not 
lofe by overfeeing any thing which might 
turn to his Profit. 

3. The Punter is every Gamefler, who 
plays. 

4. The Fafe, is the firft Card that is 
turned up by the Zallieve, belonging to 
the whole Pack, by which he gains half 
the Value of the Money that is laid upon 
every Card of that Sort by the Pwuters. 

sy. The Couch is the firft Stake that e- 
very Punter lays upon each Card, every 
one who plays having a Book of 13 Cards 
before him, upon which. he may lay his 
Money, 

















BASSET, IIs 


Money, more or lefs, according to his 
Fancy. 

6. The Paroli is explained thus, who- 
ever won the Couch, and having a mind to go 
on to get a Sept-et-le-va, you crook the 
Corner of your Card, letting your Money 
lie, without being paid the value of it by 
the Zalliere. 

7. The Mafé is when thofe who have 
won the Couch, and will venture more 
Money upon the fame Card, who know, 
or ought to know, the great Advantages 
the Yalliere has, and therefore fhould be 
fubtle enough to make the beft of his own 
Game. : 

8. The Pay is when the Pzzter has won 
the Couch, and being fearful to make the 
Paroli, \eaves off ; tor by going the Pay, 
if the Card turns up wrong, he loles no- 
thing, having won the Couch before ; but 
if by this Adventure, Fortune favours him, 
he wins double the Money that he flaked, 

9. The Alpiew is much the fame as the 
Paroli, and, like that Term, is ufed when 
a Couch is won by turning up, or crooking 
the corner of the winning Card. 

10. Sept-et-le-va is the firft great Chance 
that fhews the Advantages of the Game, 
viz. If the Punter has won the Couch, and 
then makes a Paroli by crooking the Cor- 
ner of his Card, as is faid before, and go- 
ing, 
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ing on to a fecond Chance, his winning 
Card turns up again, it comes to Sept-ét-/e- 
va, which is feven times as much as he 
Jaid upon his Card. 

11. Quinze-et-le-va, is attending the 
Punter’s Humour, who perhaps is refolved 
to follow his Fancy, and ftill lsy his Mo- 
ney upon the fame Card, which is done 
by crooking the ¢bird Corner of his Card ; 
which coming up by the dealing of the 
Tailliere, makes him win fifteen times as 
much Money as he ftaked. 

12. Trent-et-le-vais marked by the lucky 
Punter, by crooking or bending the End 
of the fourth Corner of his Card, which 
coming up, makes him win 33 times as 
much Money as he flaked. 

13. Sotfant-ct-leova is the higheft Chance 
that can happen in the Game, for it pays 
67 times as much Money as is ftaked, and 
is feldom won but by fome Puzter, who 
refolves to pufh the Extream of his good 
Fortune to the Height: It cannot be won 
but by the Zalliere’s dealing the Cards over 
again, which, if his winning Cards turn 
up, pays him with fuch a predigious Ad- 
vantage. 

And, as. it hath been often feen at the 
Royal-Oak Lottery, a Figure come up, that 
by fome Guineas laid on it in full, by the 
winning 28 times as much, has broke the 
Oaks, 
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Oak, fo by the Courage and extraordinary 
Luck of a pufhing Pwater at this Game, 
fome great Stake with Soifant-et-le-va may 
turnup, and by that means break the Bank- 
Keeper. : 

But this very rarely happens; the Tallzere, 
like the Lottery-Man being a gr-at deal 
more likely to break the Gameit:rs than 
they Him. 


The ORDER of the GAME. 


The Players fit round a Table, the Ta/- 
liere in the midft of them with the Bank of 
Gold before him, and the Pwaters each 
having a Book of 13 Cards, laying down 
I, 2, 3, or more, as they pleafe ,; with 
Moncey upon them, as Stakes; then he 
takes the Pack All together in his Hand and 
turns them up, the bottom Card appear- 
ing, is called the Fa/e, and pays him half 
the Value of the Stakes laid down by the 
Punters upon any Card, of ¢a# Sort. 


Thee MANNER Of PLay. 


After the Fa/é is turned up, and the Tai- 
liere and Croupiere, have looked round the 
Cards on the Table, and taken half rhe 
Advantage of the Money laid on them, he 
proceeds in his Deal, and the next Card 
appear= 
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appearing, whether King, Qucen, Ace, 
or whatever it be, wins for the Punter, 
who may receive, if he has laid Money on 
uch a Sort of Card, the Value: or, making 
Parcli, 20 on to a Sept-ct-le-va. The Card 
after that. wins for the Zalliere, who takes 
Money from each Punter’s Card of that 
Sort and brings it to his Bank. 

The Zalliere, if the winning Card be a 


King, and the next, appearing after it, b 


o 
a'Ten, /ays (fhewing the Cards that appear 
to all the Pwsters round) King wins, Ten 


lofes; paying the Money to fuch Cards as 
are of the winning Sort, and taking the 
Money to fupply his Bank from thofe who 
lofe ; this done, he goes on with the Deal; 
as, ce wins, Five loles; Knave wins, Seven 
lofes ; and fo every other Card alternately 
winning, and lofing, till all the Pack be dealt 
but the laft Card. 

The af Card turned up is an Advantage 
to the Zalliere, becaufe by the Rule of the 
Game, which was contriv’d for his Benefit, 
tho’ it be turned up, and the Punter may 
happen to have ftaked upon one of the 
fame Sort, yet it is allowed as one of his 
Dues in Relation to his Office, and he does 
not pay any thing. 

The bold Pazter, who is Lucky and ad- 
venturous, and can puth on his Couch with a 
confiderable Stake to Sept-er-le-va, Quinze- 
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et-le-va, Trent-et-le-va, €fc. muftina won- 
derful manner multiply his Couch, or firft 
Stake ; but this is fo feldom done, confi- 
ering the Frequency of the Pauter’s Lofles 
in Comparifon to the Bank’s Profit; that a 
Ean of the leaft Difcernment, a may eafily 
erceive how very advantagious this Game 
15, thy he avour of the Lalliere. 
re Liberty that is ufed by our Engi 
artis Adventurers at this Game makes it 
of quite another Kind than itis in France; 
for they are compelled by the Azze’s Autho- 
rity, only to play at a twelve Penny Bank, 
where the Lofles, or Gains, cannot bring De- 
folation ina Family: But our teed 
England have the Liberty to ftake wh: 
they pleafe, from one Guinea, to one 
or higher, upon a Card, as is often feen 
at Court. When, the Couch bsieiee al- 
piew'd, or parolt'd, to Sept-et-le-va, Duinze 
et-le-va, Trent-et-le-va, €Fe. is estieatnlg 
to the Punter’s Profit, who by the Advantage 
ofthe Multiplication muft raife his Couch, 
or Stake Gif he be fo. couragious to make it 
valua ble) to a very extraot -dinary Sum: And 
if he be fo befriended by Fortune to ate 
it to Soiffant- et-le-va, he is very likely 
break the Bank y by gaining a Sum fo Billeyh 
that, it is probable, the Tailiere is not able 


pay. 
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But this fo rarely happens, that ic is 
only a Decoy for the Punter to urge him 
to venture his Stake boldly: The Za/ere’s 
certain Advantage, tor all this {pecious De- 
monf{tration of the Punter’s Probability of 
winning, being plainly obvious and unan- 
{werable, as fhall farther appear. 

Suppofe Zen, or any other Card wins 
for the Punter, if another Ten comes up 
juft after, in the winning Card’s Place, it 
does not win for him, but for the Bank; 
but if it comes up three or four Cards after 
that, it wins for the Punter: If Ace, or any 
other Card wins at firft, and afterwards 
comes up again in the next winning Card’s 
Place, it does not go, but is faid to retire; 
till the next Opportunity, becaufe by the 
Rule of the Game it mutt go for the Bank 
before the Punter. 

But then in Return of this, and art- 
fully to gain the Efteem of all the young 
Adventurers who are apt to fet their Money 
briskly, if the Card happens to come in 
the next Jofing Place, it does not /o/e, 
becaufe it has not gone for the Punter, but 
alfo retires without paying the Bank, having 
won a Couch, which the TZalliere faves, and 
fhould have paid. 

To conclude, this Game, like the Royal- 
Oak Lottery, is of fo bewitching a Nature, 
by reafon of feveral {pecious MAME iaaehs 
an 
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and Advantages, which, feemingly, it offers 
to the unwary Punter; that, a great many 
like it fo well, they will play at_/iall Game 
rather than give out; and rather than not 
play at all, will punt at a Six-penny, Three- 
penny, nay a two-penny Bank, fo much 
the Hopés of winning the Quinze-et-le-va, 
and Trent-et-le-va intoxicatesthem; butthe 
Judicious Player, whofe Love of Gaming 
does not exceed his Underftanding, will not 
engage at it, or if he does, will play fo 
warily as not to be drawn in, by {pecious 
Advantages, fince it is moft certain that it 
cannot be upon the Spuare, and that the 
Tallier if he pays you 20 Guineas in one 
Night’s Play, only gives you Opportunity, 
to Jofe an Hundred in another. 


The FRAUDS of BASSET, 


N the Game of Bafet, the Cards do not 
always go, asthey do at Fare, which is 
called Ne va pas. 

The Cards may be fo played at Ba/fet, 
as not to allow the Puster any Winning- 
Place throughout the Pack. If this be 
proved, then it may be juftly faid, that it 
is in the Power of the Dealer to let the 
Punter have as many Winning-Places as he 
thinks convenient and no more. 

The 
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Tbe BASSET TABLE. 


Fafs- Knave 
Ne va pas > -- - Knave 
Lofes- - - --4 
Ne va pas - - - - Knave 
Lofes § 
Ne va pas----8 
Lofes - - - -- - Knave 
Ne va pas, and fo 8 
on thronghecut 4 
4 
8 
4 
10 
10 
Queen 
LO 
9 
9 
10 


eo e « &® &® # 


9 
Queen 
Queen’ 


I 
Queen 
7) z 


2 


4 


= NW AU AAWAMA~ A 


Lofes 
Ne va pas 
Lofes 
Ne va pas, and fo on 
to the Bottom 
a2 
King 
King 
3 
King 
he 
2 
King 
2 
1 
I 
2 
9 


This Demonftrated, the next Thing to be confidered is, 
bow thefe Cards muft be placed to involve them into 
this or any other Form, which I take to be the Bafis, 


and, rightly underft- od, 


for Example, 


only 12 Cards, which is as fu) 
as if 1 made ufe of the whole Pack 





will produce waft Variety 5 


Suppofe now for Brevity’s fake, I take 


ficient a Demon firation, 


Cards 
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Upon drawing themthroush my Hand 
Cards laid thus * from top to bottom, they come 
into this Form, Vite 


* Knave 

* § Knave 
Knave 8 
4. 8 
Knave 4 
Knave Knave 
@ 4. 
3 4. 
4 8 
4 Knave 
8 4 
8 Knave 


Now fhuffle and part every Card over and un- 
der, and they are involved according to your tir 
tentions. ya Ni Se 
Knaye, Knave, 4, Knave, 8, 8, Knave, 8,4, 48,4 
; Inverted thus, 

Knave 
Kuave 
4 
Knave 
8 . 

3 ti 8, and fo on, asin the Table. 
This may be performed without a fecond Operation, 

which, I hope, is a fufficient Proof that Numbers may 

be changed into many Forms, and from as few ov as many 

Caufes as you think proper s but remember this, That it 

requires pliant Pingers as much as the Hapjicord, 

avithout which you will never perform finely» From 
thefe and other preceding Rules that I have chferved to 

Fit, I think really, without troubling you any farther, 

you may draw all Confequences to be wifhed or expcbed 

in a Pack of Cards. 

You are to confider, that the Banker commonly 
Shuffles and Cuts at Baffzt; and in order to prove 
whar I have often faid, viz Thata Pack of Cards 
may be changed into any Form wharfoever, and 
G 2 that 
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that even by a School-boy when the Principles are 
fer down, | will give the following Example. 

Suppole a, b, c, d——--=2, f, ¢, b to be certain 
Cards beft known to yourfelf, ic cannot be thought 
a difficulr Task to join a2 to e,b tof, ¢ tog, and 
dto #, and farther to continue to 52 in the fame 
Order. 

This was allowed a fair Way to Shuffle, and 
from the Confequence of this Rule yon may vary 
ten Thonfand ditferent Ways and more: I fhall in- 
Rance the Changes that are in 3 Figures only to 
psove the Variety in a Pack of Cards, vja 


iets 
ae ESE 
ue ae 
eas Pe 
2 T 4 
> i -_ i . f 
1 (3, 2 Six Changes. 
ba : P wiat Ha 
Now df thefe Light Letrers (which I fuppofe 


Pards) were drawn through your Hand from top to 
bottom, as praGiled at Faro, them the Letters are 
changed to 


Ro ~“e 
OF ae 


This pra&tifed 3.0r 4 times, you.will readily 
come acquainted with the Manner,.and be capable 
of changing Numbers to come into their appointed 
Piaces ;.but I fhall inftantly open your Eyes, and 
deftroy the Charm; Shuffle the Cards well and take 
care they are not changed upon you, then bid De- 
fiance to the Dealer. 

The Sums of Money loft in France, at this Game, 
‘were fo confiderable, that the Princes of the Blood 
were in Danger of being undone ; and after many 
Perfons of Diftin&tion were ruined, the Court of 
France thought fit to forbid Baffet,.as we have, a- 
bove, obferved. ‘Then Faro was Invented and Both 
were foon introduced into England, and after 3 or 4 
Years play here, it. impoverifhed fo many Fa- 
milies, 
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milies, that the legiflative Power took 
it into their Confideration to iffue out Or- 
ders, which have fupprefied all common 
Gaming- Houfes whatfoever. 





The Royal Game of CHESS. 


1. SHOULD fArft Inform my Pupil, 
that this Game repuires Conduct 
and Attention, and even good Rea- 

foning ; fo that I believe it is a juft Remark, 

that, .4 Fool never played it well. 

_ If. Ic has one thing peculiar to it, which 

is, that the Incidents and Turns are fo 

many, and fo various, that it will be found 
both delightful and entertaining, even where 

People play for nohing; which can hardly 

be faid @§ any other Game. 

IIf. The Theatre upon which thisGame 
is acted, is a chequered Board, half Black, 
and half White, painted like a Draught- 
Board, which may ferve for this Ule upon 
‘Occafion. 

IV. The Game is performed by two lit- 
tle Armies drawn-up, in Order of Battle, 
oppofite to each other 5. each Army ts com- 
manded by a King, and feveral great Officers, 
tho’ when you come to examine them clofé, 
This King is no more than a Piece of Stick, 
or Ivory, as are aj] under his Command. 

V. The Officers (including the Aizg) con- 
fift of Eight principal Perfons, who are fized) 

: G 3 accorde- 
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according to their Dignity, and have.their 
particular Titles and Qualities. 

VI. The common fort confitts of Eight 
Pioneers,one ftands before every Officer; thefe 
are called Pawazs,.and are bot lowof Stature. 

VII. The King isthe firft, and whenever 
he is Loft, the Battle is at an End. 

VIII. The Qucen is next in Degree, who. 
bears. her Royal Husband Company in the 
War; fhe does not only animate him with 
her beautiful. Afpeét, but likewife defend. 
Him when in Danger, and attack his Enemies. 

1X. The two Rooks arenext in Degree to 
the Queen. 

X. Phetwo Knights are next to them,who. 
do great fervice generally in the beginning, 
of an Action, and are very furious for fome 
time;. but towards the End they. are not fo. 
ferviceable. 

XI. There are two-Bifpops likewife (for the: 
Army mult not be without Chaplains) which: 
are of moft fervice towards the End of an 
Action: Perhaps the Reader may think 1t ts 
to. affift the dying Men, but we fhall give 
him to underftand prefently,. that they have 
fomething elfe to do. 

MIL, Thefe in Freach are-called les Fous,, 
that is, the Foo/s;- but who it was. that firtt 
tranflated that Word for Bi/hops Pcannor tell. 

XI. The next are the Pawns; who, 
tho’ they are no other than common Soldiers, 
yet when they are well commanded, they. 
fometimes perform great Actions. 


XIV. The 
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XIV. The Method of Drawing up this 

little Army; isas follows: ‘The Hight prin- 

cipal Figures are to be placed in the low- 

eft Rank of the Board, next to the Game- 
ficr, in this manner; Firft, the King 
upon the fourth Spot from the Corner, which 
is White; his Queen is to be placed upon 
the Black Spot on. his Right-hand 5. the two: 
Bifbopsare to ftand one next the King, the o- 
ther next the Qucen; the Knights uponthe 
fides of the Bifbops;. andthe two Rooks, one 
in each Corner. &he Pawns are placed 
juft in the Rank before them, to ferve as 
their Rampart: Thus the Poor are only 
made ule of to defend the Great. 

XV. The Other Army muft be drawn 
up on the oppofite End of the Board in 
the fame manner ; and left they fhould 
not be diftinguifhed when they come to be 
mixed, one Army is.alwayscloathed in Black,. 
the other in White. 

XVI. The King is very grave and folemn 
in. his Pace,. fo that it may be faid, he 
moves with a great deal of Majelty; his 
March is flow, and he only moves from one 
Chequer to another; forward ina Line, or 
fideways in a Line, or backward in Line. 

XVIL. If he mects with any Scout of 
the Enemy’s in his way, he may take him 
Prifoner, and Place himfelf where he ftood,; 
and when it is his turn to move again, he 

may go backwards, fideways, or retire. 


G 4 XV, ¥ou 
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XVIII. You muftobferve, that the Game- 
{ters muft move by Turns, as they do at 
Draughts. 

XEX. Some maintain, that the King may 
at his firft Motion go over three Chequers at 
once, either forwards or fideways, or take 
an indirect Jump, as the Knight does, 
which ‘fhall be explained hereafter: but the 
Game is fcarce ever played fo, for thefe 
quick Motions do not feem confiftent with 
the Statelinefs of a King. The moft he 
can do, as it is now played, is to pafs over 
one Chequer the firft Motion; but after that, 
he can only move from Chequer to Chequer, 
in the manner before defcribed. 

XX. The Queen, according to the Light- 
nefs of her Sex, may pafs from one end of 
the Board to the other at one Movement, 
either ina Line forward, or in a Line fide- 
ways, provided the Paffage be clears; and 
ifany of the Enemy ftand in her way, fhe 
may take him Prifoner, and ftand in his 
place. By this you may fee the Qween is 
her Royal Confort’s beft Defence, and is 
generally moft forward to attack the Enemy. 

XXI. The Bifbop has a Motion hard to 
be defcribed upon Paper ; it is neither di- 
rectly forward, nor altogether fideways, 
but betwixt both; it is an oblique Move- 
ment, he may either move from Chequer to 
Chequer, or run along a whole Row, ac- 

cording as he fees his Advantage to {nap an 


Enemy. 
XX, One 
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XXII.One Bifbop ftands upon a black Che- 
quer, and the other upon a White; he who 
ftands upon the Black, moves upon a black 
Row, and never touches the White; he that 
ftands upon White, never touches Black. 
XXIL.The Knight bas but one way of mo- 
ving, which is a very odd one ; fo he jumps 
from Black to White, and from White to 
Black: In this Motion hejumpsover 1 Che- 
quer, not directly forward, but moves inthe 
the Form of a Demicircle; and if one of the 
Enemy fhould ftand next to him he can (to 
fhew his Agility) jump over his Head. 

XXIV. An Officer, ora Pawa of the Eyne- 
my’s, may flandnext to a Knight or a Bifhop, 
without danger for thefe being confined to 
One way of moving, can burt nothing but 
what lies dire€tly in That way. 

NMXV. The Knight (asis betore obferved) 
is of great ule in the beginning of the Bat- 
tle; for very often he makes a Paffage thro’ 
the Enemy’s Army, and forces his way up 
to the King, whom he attacks, and te whom 
he gives Cheque- Mate ; but at the latterend 
of an Aétion, he has not the fame Oppor- 
tunities, of exercifing his Valour: Therefore 
the beft Play is to employ him at firft. 

“XKVI. Giving the King Cheque- Mate, 1s 
putting him in Dangers for it muft be ob- 
ferved, that whenever the King’s Perfon is 
jn danger of being taken by the Enemy, out 
of Refpect to Royal Maje/iy, notice muft be 
given him by faying Cheque, that fo he may 


either retire, or cover him(elf with fome of 
his 
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his Men; for when he is taken, his Army 
is loft, and there :is an end of the Gamee 

XX VI. If thofe who put the Enemy’s 
King into this Danger, fhould omit faying 

Cheque 3 they cannot take him. 

XXVIII. The Motion of the Rooks is in 
a direct Line every way; they can neither 
crofs the Chequers, as the Bi/hops do, nor 
hop like the Knights : They may either move 
from Chequer to Chequer, or’ elfe as: far 
as the Paflage is clear. If any of the Ene- 
my ftands in their way,.to interrupt their 

March, they may take him Prifoner, and 
ftand in his Place, as all the others muft 
when they take a Prifoner, till the next 
Movement. They are placed oneat one Cor- 
‘mer, and the other at another Corner of the 
loweft Row, in the fame Rank with other 
Commanders. Thus they defendthe Flanks 
. of the Army, and guard the Quarters of the 
King and his Officers; but they.are feldom 
put upon Action till after feveral Skirmifhes 
and Repulfes: They generally do ‘more Ser- 
vice than any, excepp.the Queen, . 

XXIX. Theeight Pawaus are placed inthe 
Rank before the Commanders; one ‘before 
each Officer. At their firft Movement they 
may, if itbe thought neceflary, pals overtwo- 
Cheques, reckoning That ithey come from, 
for one; after that, they ‘can. only move 
from Chequer to Chequer ina dircé& Line 
forwards: But if one of the Enemy. fhould 
{land next to one of ’emiman oblique manner, 
they may take him.. And if with the ha- 
zard 
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zard of his Life, any of them fhould make 


his way up to the firft Rank of the Enemy, 
he is immediately preferred, and made an 


Officer; and the Avg may prefer himtothe 


Poft of any-Officer he has loft. Hf the 
Queen herfelf had been taken Prifoner, fhe 
muift:be exchanged for this Pawn. 

XXX. Astothe Method of playing your 
Men at Che/s, it ts impoffible to give any Di- 


rections; for That depends upon Fancy, or 
_ a Man’s particular Defign at Play: And the 
_ Occurrences that happen,and the various Dif- 


pofition of the Enemy, will often force 
you to change your Meatures.. 
XXXI. Vhe great Error of thofe who 


| are not very perfect in this Game, is, That 
| they are apt to play too Open at the bes 
| ginning of theGame, as if they apprehend- 
|.ed no Danger while the Enemy’s Army is 
| at a Diftance : But they fhould remember, 


| that The Queen, a Bifhop, and a Rook, can 


| takea Prifoner from oneend of the Board to 





the other, if he lies uncovered. | 
XXXII. After fome Movements, you 


will find it impoflible to proceed without 


expofing your Men or Officers; theretore 
your good Players will give up an Inferior 
Officer, to take a Superior one, from the 
Enemy. For Example, you thould play 
your Knight jut inthe Jaws of a Kook, 
provided you had placed another Officer 
in Ambufcade to furprize him. 

XXXII The 
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XXXII. Thebeft Players always endea- 
vour to get behind the Enemy, in order 
to attack the King, and give Cheque- Mate ; 
that fo by this meansthey may either Take 
him, or Block him up, and fo win the Game. 
XXXIV. There are two Ways of Che- 
quering the King: The Firft is, a Simple 
Chequer, when the King can either retire out 
of Danger, or cover himfelf with an Inferior 
Man, or take that Man who Cheques him. 
XXXV. The Second is, when the King 
is fo Befieged and Over- powered, that hecan 
neither move, nor defend himfelf, nor cover 
himfelf with another: Thisis called Cheque- 
Mate, in which Cafe, the Game is loft. 
XXXVI. This is all that can be faid to- 
wards teaching the Game of Chefs ;- and 
you may perceive, it requires Reafon and 
good Conduct. It is ,a juft Remark, That 
whoever is a good Chefs Player, cannot but 
make a good General of an Army, wherein 
there is room for an infinite Number of 
fine Stratagems and Turns. Itis very dif- 
ferent from moft other Games, which are 
tirefome and fatiguing, unlefs the Lucre of 
what you play for draws your Attention. 
The Game of Che/s isan Entertainment for 
Men of Senfe, who without running the 
hazard of thofe ushappy Events, which fome- 
times attend high Play, may find an agree-° 
able Amufement, without Charge or Danger. 
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: PLAC Rs Toa Th 
WeH Is T,* 
(Vulgarly called Wut1s'K.) 





1 HIS is a very ancient Game a- 
mong us; and is faid to be the 
: Foundation of all the Englifh 
Games upon the Cards. 

Very few Perfons play correctly at it ; 
though there are many Pretenders, who are 
the eafieft to be made, and generally are 
made, the greateft Bubbles. 

Confiderable Sums of Money are played 
away at this Game which has put Sharpers 
upon Inventions to deceive and cheat unwary 
Players, as will be fhewed in the Sequel. 

Formerly it was ufual to deal 4 Cards to- 
gether 5; but it is demonftrable there is no 











* The Original Denomination of this Game, is Whif - 
Or, ‘Lhe Silent Game at Cards. 
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Safety in that Method ; but now the Cards 
are dealt round 1 and 1 ata Time, as the 
fecureft an beft Way. 

In playing your Cards you muft have Re- 
courfe altogether to your own Judgment ; 
and tho’ you have but mean Cards in your 
Hand, yet you may (by obferving the Courie 
of the Cards) play them fo fuitable to thofe 
in your Partner’s Hand, that he may either 
trump them, or play the beft of that Suit on 
the Board. 

You ought to have a ftri€&t Eye on what 
Cards are played out, that you may know 
by that Means either what to play, if you - 
fead, or how to trump fecurely and advan- 
tagioufly. Renouncing, or not following 
Suit when you have it in your Hand, is very 
foul Play ; and he that doth it, ought to for- 
feit 1, or the Game upon a Game, andhe 
that lofeth Dealing, lofeth 1, or a Trick, 
as you make it. 

At Ruff and Honours, by fome called 
Slam, you have in the Pack allj the Duces, 
and the Reafon is, becaufe 4 Perfons playing, 
having dealt 12 a-piece, there are 4 left for 
the Stock, the uppermoft whereof is turned 
up, and that is Trumps. He who hath the 
Ace of Trumps Rvfs, that is, he takes in 
thofe 4 Cards, andlays out 4 ; the 4 Ho- 
nours are the Ace, King, Queen, and Knave ; 
he who hath 3 Honours in his Hand, his 
Partner 





















































WuHi1st? Or, WHis k. Q 
Partner not having the fou rth, fets up 8 me 
Cards, chat 1s,°2 Tricks’; if ne hath all 4, 
then 16, that is, 4 Tricks. It is all one, if 
the two Partners make them 3, or 4 between 
them, as if one had them. If the Honours 
are equally divided among the Gamelfters of 
each Side, then they fay Honours are folic, 
if either Side are at 8 -Groats, he Hache the 
Benefit of calling, Can ye? If he hath 2 
Honours in his Hand, and if the other an- 
fwers x, the Gameisup, which is 10 in all; 
but if he hath more than 2 he fhews them, 
which is the fame Thing ; but if he forgets 
to call, after playing a Trick; he lofeth the 
Advantage of calling for that Deal. 

All Cards are of Value as they are fu- 
perior one to ee asai1o wins a g, if 
not Trumps; fo a Queen a Knave, in like 
Manner 3 but the leatt Trump will win the 
higheft Card of any other Card; Where, 
note, the Ace ts the higheft. 

Some play at t o-handed: or three-hand- 
ed Whifi. If ites Handled: always two ftrive 
to fupprefs and keep down the rifing Man. 
They deal to each 12 A-plece, and the 


Trump is he bottom Card. The Nasal 
of craity Pies the Number of the Gam 


™ 


10, Hdnours and Ds ep ity .of other Cards are 
all alike; and ine that wins moit Tricks is 
mott forward to win the Set 
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He that can by Craft overlook his Ad- 
verfarys Game, hath a great Advantage ; 
for by that Means he may partly know 
what to play fecurely ; or if he can have 
fome petty Glimpfe of his Pattner’s Hand. 
There is a Way by making fome Sign by 
the Fingers, to difcover to their Partners 
what Honours they have, or by the Wink 
of one Eye, it fignifies 1 Honour, fhutting 
both Eyes 2; placing 3 Fingers, or 4 on 
the Table, 3 or 4 Honours. For which 
Reafons all nice Gameiters play behind Cur- 
tains. 

Dealing the Cards out by 1 and z round, - 
to each Perfon, is the beft Method of put- 
ing it out of the Dealer's Power to impofe 
on you. But we shall demonftrate, that, 
deal the Cards which Way you will, a Con- 
federacy of two Sharpers will beat any two 
Perfons in the World, tho’ ever fo good 
Players, that are not of the Gang, or in the 
Secret; and Three Poll Ouxe is as fafe and fe- 
cure, as if the Money was in their Pockets, 
All which will appear prefently. The firft 
neceflary Inftructionsto be obferved atWhisk, 
as Principals of the Secret, which may be 
likewife transferred to moft other Games at 
Cards, are ‘ 

Breef Cards 
Corner-bend, 


Middle-bend ( or Kingfton-Bridge. ) 
Of 
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Of Breef Cards there are two Sorts: One 
is a Card longer than the reft ; the other, is 
a Card broader than the retft. 

The long Sort are fuch as 3, 4, 5, 6, 7, 
8 and gq; the broad Sort are fuch as Aces, 
Kings, Queens and Knaves. The Ufe and 
Advantage of each are as follows. 


EOXCACME PEE. 


When you cut the Cards to your Adver- 
fary, cur them long, or, end-ways, and he will 
Davee mr ay a. he Os 7 ror g at Bottom. 
When your Adverfary cuts the Cards to you, 
put them broad-fide to him, and he will 
naturally cut (without ever fufpecting what 
you do) Ace, King, Queen or Knave, &c. 
which: is fufficient Advantage to fecure an 
Game. It is a fine Manner, efpecially in the 
old Bett, that the Dealer does not {core 2 
that Deal, fince fhuffling is of no Significa- 
tion here. And in cafe you cannot get Cards 
of proper Sizes ready made to mix with 
others, you may fhave them with a Razor 
or Pen-knife from the Threes to the Nines 
each Side, and from the Aces to the Knaves 
each End ; then put them up inthe fame 
Cafe or Cover, and if they are done as they 
ought to be, they will pafs upon any Body, 
As Whisk is a Tavern Game, the Sharpers 
generally take care to put about the Bottle 

3 before 


















































Pare 1f, 
before the Game begins, fo ae that a 
Bubble cannot -be faid to fee clearly, even 
when he firft begins to play. 

The next 1s the Corner-bend, which is 4 
Cards turned down finely at one Corner, a 
Signal to cut by. 

The other is vulgarly called King/ton- 
Bridge, or the Middle-bend: It is done by 
ben ndi ng your own or Adverfary’s Tricks two 
diffferent Ways, which will caufe an Openin 
or Aceh 1, In the Made, which is of shietesne 

Jie and Service as the other two Ways, and 
only practifed in its Turn to amufe you. 

The next Thing to be confide red is, who’. 
deals the Cards, you or your Adverfary, be- 
caufe that isa main P ois and from whence 
your Advantage muft arifle: Suppofe for Ex- 
ample. 


The COMPLEAT GAMEST 





Sharpers 
Ne / : 
a 2 Partners. 


B Cand D330" 


Partuers. 


3 





After a Deal or two is formally played, 
A and B will begin to operate in the follow- 


ing Manner : 
When 

















Wuist: Or, WHISs xk. a 
When A or B are to deal, they obferve 
(the preceding Deal) to take up the Tricks 


thus: 


A bad Card, 2. A Lig Car 
3. Abad Card. 4. A good Card. 
| Meaning the beft a nd wor]t 
that fall in that L Lift. | 


When C or D deals, they muft be taken 
up thus: 


tr. Agood Card. 2. A bad Gard. 


3. 4 good Card. 4. 4 vad Card. 


By this Rule it is very Aap that the beft 
Cards fellto A and B every Deal. How 
is it poffible therefore, that C and D fhould 
ever win a Game without Permiffion. But 
it would be deemed ill Policy, and contrary 
to the true Intereft of A-and B, to ac thus 
every Deal: I will therefore ‘e ppofe it is 
practifed juft when they “Tee accOnT ae aS 
Betts happen in Company ; ; though the Rule 
with Gamefters,. in low Life, is at the firft 
fetting out to ftupify you with Wine and 
the Tok of your haus that you may 
never come to a perfect eo ais eb ng 0 

what you are doing. It may be truly faid, 
that many an honeft Gentleman has been 
Ben k 
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kept a Month in fuch a Condition by the 


Management and Contrivance of a Set of 
Sharpers. 

Now you may imagine it not in the Power 
of A and B to caufe the Tricks to be taken 
up after the Manner aforefaid ; but there 
is nothing fo eafy or fo frequently practifed, 
efpecially at Three Poll One ; for in playing 
the Cards, the Confederates wil] not only take 
Care of their own Tricks, but alfo of yours ; 
for the Cards may be fo played and fhoved 
ogether in fuch a Manner, as will even 
aufe you to take them right yourfelf; and 
if a Trick fhould lie untowardly upon the 
“Table, A or B will pay you the Compli- 
ment of taking it up for you, and fay, Sir, 
that’s yours. 

This Operation will the more readily be 
apprehended by feeing it prattifed half a 
{core Times; when. once you are aware of ir, 
it will otherwife (I may fafely fay) pafs up- 
on any Perfon that has not been let into the 
Secret. This being allowed, the next Point 


Cc 


Workmen, and can make a fham Shuffle 
with a Pack of Cards fo artfully, that you 
would believe they were {plitting them, 
when at the fameTime they will not difplace 
a fingle Card from its Order. 


ay 


Now 
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Now to cut the Cards, a Bend is prepared 
for you to cut to, the Middle is beft-; and 
it is Odds but you unwarily Curt to it; if 
not, Slip is the Word: But if you have no 
Opportunity to do that neither, then deal 
away at all Hazards, itis but an equal Bett 
that they come in your Favour; if right, 
proceed ; if otherwife, mifs a Card in its 
Courfe, and it brings the Cards according 
to your firft Defign ; it is but giving two at 
laft where you miffed 5 and if that cannot 
be conveniently done,, you: only Jofe the 
Deal, and there is an End of it.. 

But when A. or B. are to cut, they make 
it all fafe ; for then they make the Corner- 


bend, which any one, that knows, may Cut. 


to; a hundred. Times together.. 
PIPING at Wuesk.. 


By Piping I-mean, when one of. the Com- 
pany that does not play (which frequently 
happens) fits down in a convenient Place to 
fmoke a Pipe, and fo look on, pretending te 
amufe himfelf that Way.. Now the dif- 
pofing of his Fingers on the Pipe, whilit 
{moking, difcovers the principal Cards that 
are in the Perfon’s Hand he overlooks ; 
which was always efteemed a fufficient Ad- 
vantage to win a Game by another Way, 
viz. Indeed, fignifies Diamonds; ‘Truly, 
Hearts s 
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Hearts; Upon my Word, Clubs; 1 affure 
you, Spades: But as foon as thefe Methods 
become known, new ones are invented ; and 
itis moft certain, that two Perfons may dif 
cover to each other what Sort of Cards they 
have in Hand, and which ought to be firft 
played, many different Ways, without fpeak- 
ing a Word. Talking is not allowed at Whift ; 
the very Word implies, Hold .your Tongue. 





we ee 


AOD Be he ae 


EF 'HIS Game is very much played in 

Kent, from which County it derives its 
Original ; and tho’ it be but a Vulgar Game, 
great Sums have been loft at it. 

It has its Denomination from 4 Cards, 
called the Highef, Loweft, Fack, and Game, 
which is the Set as fome play it; but you 
may make from 7 to 15, or more, if you 
pleafe ; but commonly 11 is up. 

But Two Perfons play ata Time; and they 
muft cut for Dealing ; the higheft Card deals; 
who delivers to his Adverfary 3 Cards twice, 
and to himfelf 3 in like Manner ; and having 
6 a-piece, he turns up a Card which is 
Tramp ; if Zack (which is any Knave) it is 
1 to the Dealer. 

If he, to whom the Cards were dealt, after 
looking them over, like them nor, he sae 
the 


























ALtwu. Fours. It 
the Liberty of begging 1: If the Dealer re- 
fufe to give 1, then he deals 3 a-piece more ; 
but if he then turns up a Card of the fame 
Suit, he deals on, till he turns up a Card 
of another Suit. 

Here note, that an Aceis 4, a King is 3, 
a Queen is 2,,a Knave 1, and a Ten is 10, 

Now you muft play your Cards; not any 
Method is to be prefcribed ; 1t muft be ac- 


cording to the Cards you have in your Hand, - 


managed by your Judgment to the beft Ad- 
vantage. 


Having played your Cards, if you are~ 
Higheft and Lowef of what is Trumps, you ° 
reckon 2, if you are only Highe? but 1, and - 


the like of Fack and Game. Sometimes you 
are Higheft, Loweff, fack, and Game; and 
then you muft reckon 4. The Game is he that 
tells moft after the Cards are played; and 
therefore a Yen is a very fignificant Card 5 
which crafty Gamefters know fo well, that 
they will frequently take outof a Pack of 
Cards 2 Tens, and hide them contrary to the 
Knowledge of the other ; which is a great 


Advantage-to this foul Player, if he play of: 


the fame Suit as thefe Tens, he hath abfcond- 
ed; for it mutt of Neceflity fecure him from 
lofing the Game. - 

He who wins Fack, wins 1 alfo: And fur- 
thermore obferve, that for Advanta Be re- 
voking 
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voking is allowable, if you have Trumps in 
your Hand to trump it. 

Some make 31 up at thisGame: Then if 
the Dealer turns up an 4ce it is 4, a King 3, 
a Queen 2, and a Knave 1, a Ten ftill con- 
tinuing the beft Card. 





CRIBBIDGE. 


HIS is likewife a Game only played 
between two Perfons. Sixty and one, 
is the Number up. 

Here too the Dealer has an Advantage ; 
and, upon cutting, he who has the leaft 
Card deals. 

The Cards are dealt out 1 by 13 the 
Number 5 a-piece; the Remainder of the 
Pack (the whole being ufed) are laid down 
on the Table. 

Each Party plays according to his Dif- 
cretion, this being a Game of Judgment. 

He that deals, makes out the beft Cards 
he can for his Crib; and the other the worft : 
The Crib confifts of 4 Cards, two a-piece, 
which sthey lay out upon the Table ; and 
then they turn up a Card from the Pack, 
and each of them may make ufe of that 
Card ; and when they have played out their 
5 Cards, and fer up with Counters their 
Games, 
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Games, the Crib is the other’s the next Deal ; 
and fo they take it by Turns. 

The Value of the Cards is thus: Any 15 
upon the Cards is 2, whether 9 and 6, 10 
and 5, King and 5, 7 and 8, We. 

A Pair is 2, a Pair- Royal 6 ; a double 
Pair-Royal12 3 Sequences of 3, is 3 3 Sequences 
of 4, is 43 Sequences of 5,1853 ec. and fo a 
Flufh of 3, is 3. 3.a Flufe of 4, 1s 4, Se. Knave- 
Noddy, is 1 in Hand, and 2 to the Dealer ; 
that is, if you have a Kuave of that Suit 
which is turned up, it 1s Kuave-Noddy. A 
Pair of Aces, Kings, Queens, Knaves, Tens, 
&c. is 2, Three Aces, Kings, Queens, &c.. 1s 
a Pair-Royal ; a double Pair-Royal is 4 
Aces, 4 Kings, 4 Queens, &c. and is 12 
Games to him who hath them. 

Having looked on your Cards, you count 
your Game after this Manner : Suppofe you 
have in your Hand a g and 2 Sixes; after you 
have laid out 2 Cards for the Crib, which 
makes you 6 Games, becaufe there is 2 Fif- 
teens and a Pair, by adding your 9 to the 
2 Sixes, and ifa 6 chance to be turned up, | 
then you have, 12 Games in your Hand; for 
tho’ you muft not take the turned up Card 
into your Hand, yet you may make what 
Ufe you can of it in counting; fo that the 3 
Sixes makes you 6, being a Pair- Royal, and 
the 9 added to every 6, makes 3 Fifteens, 

and 6 more added to the Former, makes 12, 
which 
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which you muft fet by with Counters, or: 
otherwife, your Opponent may know what 
you are, tho’ you may not fee his Cards, nor 
he yours: If you think. he plays foul by 
reckoning too much, you may count them 
after the Hand is pl layed. 

Thus when you have fet up your 12, 
your Oppofite, it may bis hath 4, 5, and 6, 
in his Hand, that is 2, becaufe of f Sequences 
of Three; then i It is 2 more, becaufe i It is 4, 5, 
and 63 ;.again, taking in the counting 6 that 
is turned u ip; that is in all 4, then there | IS. 15 
and 153 for 4and 5 isg, and 6 is-15°3 and. 
chen with the 6 turned up, it is 15 more, 
which makes 8 Games. ‘This he li Raitt fets 
up, keeping his Cards undifcovered. Ob- 
elit he, .who Ho not deal, fets up 3 in 

jeu thereof, and plays firtt: Suippofe i it isa 
6; if you have a g play it, that makes, 15 
for which fet up 23 the next may play a . 
which makes 19, you a 6, which is 25, and 
he a 5, that is 305 you being not able tO 
come in, having a 6 in your Hand, he fets 
up 1, (for it is 31 you aim atin pla tying 
the Cards, ) becaufe he is moft, and 2 for Se- 
quences, 4, 5, and 6, which were his 4, after 
the 15, your 5 and his 6, and that doth not 
hinder them from being Sequences, tho’ the 
6 was played between the 4 and the 5; but 
if an oe 9: King, Queen, or the like, had 
been played between, they had ‘been no Se- 


quen 


ces 3 
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quences ; fo the 2 for the Sequences, and the 
1 for 30 being moft (as at One and Thirty) 
makes him 3, which he mutt fet up to the 
reft of his Game; and in this playing of the 
Cards, you may make Pairs, Sequents, Flufhes, 
Fifteens, Pair-Royal, and double Pair- Royal, 
if you can, tho’ that is rarely feen. 

Laftly, you look upon your Crib, that is, 
the 2 Cards a-piece laid out at firft, which is 
the Dealer’s; if he finds no Games in them, . 
nor Help by the Card that was turned up,. 
which he takes into his Hand, then he is 
bilked, and fometimes it fo happens that he is 
both bilked in Hand and Crib. Thus they 
play and deal by Turns till the Game of 61 
is Up. 

Note, if you get the Game before your 
Adverfary is 45, you muft then fay, I have 
lurched you ; and that is a double Game, for 
whatever you played, whether a lefler, or a 
greater Sum. | | 





dip Gg Se 


UT is the ordinary Rooking-Game of 
| every Place; and feems, by the few 
Cards that are dealt, to have no Difficulty in 
the Play; but there is great Craft and Cun- 
ning in It. 

If 
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If you play at either two, or three-hand- 
ed Put, the beft Put-Card deals. Having 
fhuffled the Cards, the Adverfary cuts them 3. 
then the Dealer deals 1 to his Antagonift, 
and another to himfelf, till they have 3 a- 
piece: 5 up, or a Put is commonly the 
Game. The Eldetft, if he hath a good Game, 
and thinks it better than his Adverfary’s, 
Puts to him; if the other will not, or dare 
not fee him, he then wins 1 ;. but if he will 
fee him,. they play it out, and he who wins 
2 Tricks, or all.3, wins the whole Set ; but 
if each wina Trick, and Third tied, neither 
win, becaufe it is Trick and Tye. | 

Sometimes. they play without Putting ; 
and then the Winner is he that wins. moft 
Tricks. In playing keep up your. Cards 
very elofe ; for the leaft Difcovery of any 
one of them, is a great Advantage to him 
who fees it. 

This Game confifts very much in: daring 
for a mettled Gamefter will Put boldly upon 
very bad Cards fometimes, as upon a 5, D 
and a 9 5 the other thinking there are good 
Cards in his Adverfary’s Hand, having very 
indifferent ones in hisown, dares not /ee him ; 
and fo by going to Stock, lofeth 1.. He 
who once hath the Confidence to Put on 
bad Gards, cannot recal his Puiting, by 
which Means he frequently pays for his Bra- 
vado. 

The 
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The beft Put-Cards are, firft, the Tray, 
next the Dace, then the Ace; the reft follow 
in Preheminence, as King, Queen, Knave, 
Ten, and fo onwards, to the Four, which ts 
the meaneft Card at Put. 

The Cheats at Pur are done after this 
Manner : 

For Cutting, to be fure of a good Put- 
Card, they ufe the Beat, the Slick, and 
the Breef-Cards, as we have already ob- 
ferved in PrcQueT. 





Lote Gin Be 


ha 1S Game may be played feveral 
Ways; but we fhall inGift on the ufual 
Method only. 

You liftforDealing ; and the beft Card car- 
ries it: As many may playas the Cards will 
permit; to whom mutt be dealt 5 a-piece, 
and then turn up Trump. Now if three, 
four, five, or fix Perfons play, they may lay 
out the Threes, Fours, Fives, Sixes, and 
Sevens, to the Intent they may not be quick - 


ly lueds but af they would have the Lue 


U 


come faft about, then play with the whole 
Pack. 


Having dealt, fet up 5,° either with Chalk, 
or Counters 3 and then proceed in your Game.. 


He 
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He who is eldeft Hand hath the Privi- 
lege of pafling by the Benefit thereof, that 
is, he hath the Advantage of hearing what 
every one will fay, and, at laft, may play, 
or not play, according as he finds his Game 
good or bad. Ifthe Eldeft fays he paties, 
the reft may chufe whether they will play, 
er no. 

Trumps, as at Wbif, are the beft Cards ; 
all athers in like Manner take their Pre- 
cedency from the higheft to the lowett. 

You muft not Revoke; éf you do, you 
pay all on the Table. If you play, and 
are /wed, (that is, win not one Trick,) you. 
muft lay down to the Stock fo much for 
your 5 Cards, as you played upon every 
one of them, | 

E,very Deal, rub off a Score; and for 
every ‘Trick you win, fet up: a Score by 
you, till the firft Scores are out, to re- 
member you how many Tricks you have 
won in the feveral Deals of the Game. 

All the Chalks for the Game being rub- 
bed out, tell your own Scores, and for fo 
many Scores or Tricks which you have 
won, fo much as they were valued-at in 
the Game, fo much you muft take from 
the Stock: Thus muft every one do accord- 
ing tothe Number of Tricks he hath.won. 

Obferve, That he who hath ¢ Cards of 
a, Suit in his Hand, /wes all the Gamefters 
then 
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then playing, be they ever fo-many, and 
{weeps the Board ; if there be two lues, 
he who is Eldeft Hand hath the Advantage. 

Asthereis Fraud in allGames, fo inthis, 
for Example, If one of the Gamefters have 
4 of a Suit and he wants a fifth, he may 
for that fifth make an IExchange out of his 
own Pocket, if he be skilled in the clean- 
ly Art of Conveyance ; if that fail, fome 
make ufe of a Friend, who never fails to 
do him that kind Office. “Uhere are other 
Frauds to be performed, which we fhall 
omit; fince it 1s mot our Bufinefs to teach 
you how to Cheat, but fo to play as not to 
be Cheated. 


io ae eae oe ee 
BR AG. 


T this Game, the whole Pack is 
f& dealt round the Table to all who 
are delirous to fhare in the Gain and Di= 
verfion. As many play at it asthe Cards 
will hold out to fupply; he dealing 3 
a-piece to each of the Gamefters at one 
Time, turning up the laft Card all round, 
belonging to every one prefent. 
Each Gamefter is to put down 3 Stakes, 
one for each Card, as much, or as little as 


the Humours of the Company will confent 
to; 
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to; whether 3 Guineas, 3 Crowns, 3 Shil- 
lings, 3 Sixpences, or what other Stakes, 
according to their Qualities and Purpofes, 
is thought convenient: And this being 
done, the Manner of playing the Game, 
is as follows: 

The beft Card turned up in the Dealing 
round, in its Degree, beginning from Ace, 
King, Queen, Knave, and fo downwards, 
thro’ all the Cards of the Players, wins 
the firft Stake; and the Perfon who has 
the Luck to have it dealt him, ts to de- 
mand it from the reft; who pay it accord- 
ingly, unlefs the “ce of Diamonds be turn- 
ed up amongft them; which if fhewn, by a 
Superior Authority in the Game, is to be 
preferred, end wins the Stake. And ob- 
ferve, that tho’ the Eldeft Hand, who has 
an Ace, carries it fromthe reft by a kind of 
Defcent, yet the Ace of Diamonds, by the 
aforefaid Authority, even in the Youngett 
Hand, which is the laft Card that is dealt, 
wins the Stake from any other turned up 
before. 

The next principal Matter, and the 
main Thing by which the fecond Stake is 
to be won, iscalled the Brag, which, by 
the Ingenuity of its Managment, gives the 
Game its Denomination. The Nature of 
itis, that you are to endeavour to impofe 
upon the Judgment of the reft who play, 
and 
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and particularly on the Perfon who chiefly 
offers to oppofe you, by boafting of Cards 
in your Hand, whether Pairs - Reyal, 
‘Pairs, or others, that are better than his 
or hers who plays againft you: The beft 
Cards you can have really to brag of, are 
a ‘Pair-Royal of Aces, the next of Kings, 
Queens, &8c. A Pair-Royal of any Sort 


_ winning from any Pair of the beft Sort, 


as a ‘Pair of any Sort wins of any other 
Cards that are not Pairs. 

But here you are to obferve, that the 
witty ordering of this Brag, is the moft 
pleafent Part of the Game ; for thofe who 
by fafhioning their Looks and Geftures, 
can give a proper Air to their Actions, 
as will fo deceive an unskilful Antagonitt, 
that fometimes a Pair of Fives, Trays, or 
Duaces, in fuch a Hand, with the Advan- 
tage of his compofed Countenance, and 
fubtle Manner of over-awing the other, 
fhall out-brag a much greater Pair-Royal, 
and winthe Stakes with great Applaufe 
and Laughter on his Side trom the whole 
Company. 

The Knave of Clubs is here, as principal 
a Favourite, asat Lug, ahd makes a Pair 
with any other Card in Hand, or with any 
ether two Cards a Pair-Royal, and is often 
in this Game very neceflary, to advance the 
Credit of the Brag, to him who has.the 
Affurance 
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Affurance of impofing upon the Company ; 
and by fuch convenient Confidence, the 
Advantage of winning the /econd Stake. 

The shird Stake is won by the Perfon 
who firft makes up the Cards in his Hand 
31, each Ace, King, Queen, Kuave, €8e. 
going for 10, and drawing from the Pack, 
as is ufual in that Game: Or, inftead of 
the 31, if his Fortune will not oblige 
him, the neareft to it may win, he having 
the Privilege to draw, or not to draw, as 
he pleafes, according as he finds it con- 
venient, by the Cards that are in his Hand 5 
for if he draws out, he lofes his third 
Stake. 

Some very nice Players at this Game, 
make the Nive of Diamonds a fecond Fa- 
vourite Card, with the Kwave of Clubs, 
to make a Pair-Royal ofgAces; fo that 
thofe two joined with one natural Ace, 
fhall win from any Pair-Royal of Kings, 
Queens, Knaves, or any other Cards, but 
a Pair-Royal of natural Aces. 

The Perfon who is fo lucky to win all 
the 3 Stakes, is to be rewarded by the 
whole Company of Gamefters round the 
Table, with 3 Stakes more, if they play 
the Strictnefs of the Game 3 which necef- 
farily makes the Winnings and Lofings 
amount to a confiderable Sum of Money. 
But very often our Modern Gametters wave 
this 
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this Particular, and out of a decent Re« 
gard to their Pockets, content themfelves 
with the Satisfaction of the Pleafure of the 
Lrag, rather than truft to the uncommon 
good Fortune of winning the 3 Stakes, 
from the reft of the difappointed Com- 
pany. 

The Deal is to go round from Perfon to 
Perfon; and by the different Management 
of the Brag, you may find very great Di- 
verfion, fome doing it fo aukwardly, with 
fo little Cunning, and fo ill an Addrefs, 
that the Defects or Value of their Game 
will prefently be difcovered, whilf others 
with a more artful Affurance, and by their 
fubtle Management, will wittily banter and 
impofe upon their Adverfaries, and feldom 
fail of their defigned Profit. 

It is not fair for any of the Gamefters, 
that fit near him who makes the Brag, to 
peep into his Hand, or by any mute Sign 
or ‘l’oken to give the Oppofer any Know- 
ledge of the Cards that he has in his 
Hand; becaufe it may chance that the 
Oppolitions, natural to this Game, may 
draw on a coniiderable Sum of Money to 
be ftaked down, each of the wo who are 
concerned, valuing his own Cards, and 
Icflening thofe of his Antagonift, as he 
thinks he has Reafon, 
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A very notable Damage, occafioned by 
one Perfon’s peeping into another’s Hand, 
T once chanced to be a Spectator of, 

Some Gentlemen and Ladies were playing 
at this Game, when one of the Gametters, 
who feemed to be very skilful at the. Game 
in ‘general, but more particularly fo, at 
the fubtle Management of the Brag, and 
by his artful Method and cunning Manner 
of Behaviour, had induced his Competitor 
to believe that he refolved to out-brag him 
upon very low and infignificant Cards ; 
but it was the Gentleman’s good Luck at 
that Juncture, to have in his Hand far 
otherwife than he imagined, having been 
dealt 2 natural “Aces, and the Kwave of 
Clubs, which, joined with the other 2, made 
the greateft Pair- Roya) that could then 
poflibly be dealt, and canfequently proper 
to win alfo the greateft Stake that could 
be laid ; he kept his Countenance demure, 
and with a Gefture neither overjoyed nor 
defponding, made a Brag of Half aCrown 5 
the other who had in his Hand a Pair- 
Royal of Kings, and, as afterwards was 
difcovered, had, thro’ the Imprudence of 
the Dealer, cafually feen an ce or two 
given about to other Gamefters, thinking 
himfelf alfo as fecure as poflible, an{wers 
with a Crown; his Antagonift then fets 
Half a Guinea, and the Oppofer, immedi- 
ately 
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ately a whole one, and vying with each other, 
till the fame amounted to Ten Pounds, 
when as ill Fate, for one of them, would 
have it, a too curious Imzpertinent, of the 
Female Kind, who fat next to him that 
had the ces, having a furious Itch upon 
her to know whether his repeated Brag 
was upon a fure Foundation, or not, could 
not forbear covertly peeping into his 
Hand, and at the View was fo furprized, 
that on a fudden fhe, by a violent Shrick, 
gave the Gamefter, with the Pair-Royal of 
Kings, Warning of his unavoidable Lofs, 
giving him Reafon to ceafe the Brag, and 
thereby lofe the Game. 


a a a er en err or RES SR 
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» UGES and Trays muft be caft out 
# as ulclefs in this Game; then lifting 
for the Deal, the leaft Card deals. It is 
played bat by’Three Perfons only. 

‘The Dealer delivers the Cards by 4, till 
every one hath 12, and the reft are laid on 
the Table for the Stock, being in Num- 
ber 8; whereof 7 are bought, and the Ace 
is turned up; the turned up Card is the 
Dealer’s 5-and if it be’ Zrddy turned up, is 
4 azpicce from each to the Dealer. 
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The Ace is called Jib, the Knave Tom, 
the 4 of Trumps Ziddy ; Jib, the Ace, is 
15 in Hand, and 18 in Play, becaufe it wins 
a Trick ; Tom the.Knave, is 9, and Tiddy 
is 4, the fifth Tow/er, and fixth Tumbler; 
which, if in Hand, Tow/er is 5, and Tumbler 
6, and fo double if turned up; and the, King 
and Queen of Trumps is 3, 

The Eldeit Hand bids for the Stock, in 
Hopes of bettering his Game, tho’ fome- 
times it makes it worfe: The firft Penny 
you bid is 12, 13, and fo on; if at 16, 
they fay, take it, and none will venture more 
for it: He is bound to ‘ake it, that is. taking 
in 7 Cards, and putting out. 7 in-their Stead, 
and muft pay befides 8 to one, and 8 to the 
other of the Gamefters for buying: If any 
odd Money be given, as 15, 17, or the 
like, the Eldeft. Hand ufually claims it, or 
elfe it is given to the Box ; but if he have 
Murnival, Gleek, or Tiddy in his Hand, after 
he hath taken in the Stock, he. bates for 
them all, and fo poffibly may gain by it, if 
he have a good ‘Hand, and pay for his buy- 
ing 2, 

Obferve, if Zz be turned up, it is 15 to 
the Dealer, in reckoning after Play ; but: he 
muft not make ufe of it, in Play, being the 
Trump-Card ; ferthen it would make him 
18, becaufe it wins a Trick, which js 2 
more. 
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Next you fpeak for the Raj’; and he 
who hath moftof a Suit in his Hand wins it, 
unlefs fome of the Gamefters have 4 Aces, 
and then he gains the Ruff, tho’ you have 
ever fo many of a Suit in your Hand. If 
any wins. a Ruff and forgets to thew it before 
a Card is played, he lofes it; and he who 
fhews any for a Ruff after, fhall have it. 

The firft, or Eldeft fays, I will vie the 
Ruff; the next fays, J will fee it, and the 
third, I will fee it and revie it: T will fee 

your Revie, {ays the firft, becaufe he hath as 
many in his Hand as another ; the Middle 
probably fays, I will not meddle with it ; 
then they fhew their Cards, and he who hath 
moft of a Suit, wins a Stake, according to 
the Game of him that holds out longeft, and 
4 of the other, who faid he would /ee it, but 
after refufed to meddle with it; but ifany of 
the 3 Gamefters declare that they have not 
any Thing to fay, as to the Ruff, he pays 
but a Stake; and if the Eldeft and Second 
Hand pafs the Ruf, the Youngeft hath 
Power to double it, and then it is to be 
slaved for the next Deal ; and if any forgets 
to call for the double Ruf, it is to be for the 
next Deal after that. 

Sometimes one of the-Gamefters, having al! 
of a Suit in his: Hand, bids Jigh for ¢ 
Ruff, and the other having 4 Aces, is refolved 
(6 bid higher, fo that 1t fometimes amounts 
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to 16and more; then J wil] fee it, and revie, 
faith one; J will fe it, and revie, faith 
another 3 that is 8 to the Winner, and all 
above is but 2 ata Time, as it may be, they 
will fay, I will fee it, and revie iz again, 
and I will fee that and revie it again, faith 
another, for which Seeing and Kevieing they 
reckon but 2 after it is once come to 8 ;>but 
he who has the 4 Aces catrieth it clearly, 
as aforefaid. 

Buying or Bidding for the Ruff, is when 
you are in Likelihood to go in for Murui- 
val, Gleek, or Increafe of Trumps, that fo 
if you have bad Cards, you may fave your 
Buyings and your Cards too ; whereas other- 
wife you may lofe all. 

If you call for either Murnival or Gleek, 
and have laied them out in the Stock, if you 
are detected, you forfeit double what you 
receive. 

Sometimes out of Policy, or a Vapour, 
they will vie, when they have not above 30 
in their Hands, and the reft may. have 40 or 
50, and béing afraid to /ee it, the firft many 
Times wins out of a meer Bravado ; and this 
is good Play, tho’ he acquaint you with it 
hereafter. 

A Murnival of Aces is 8, of Kings 6, of 
Queens 4, and a Murnival of Knaves 2 a= 


piece, 


are 


A Gleek 
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A Gleck of Aces is 4, of Kings 3, of 

eens’ 2, and of Knaves 1 a-piece, from 
the other 2 Gametters. 

A Murnival, is either all the Aces, the 4 
Kings, Queens, or Knaves 5 and a Gleek is 5 
of any of the aforefaid. 2 

Obferve, 22 are your Cards; if you win 
nothing but the Cards that were dealt you, 
you lofe 10; if you have neither 77), Tom, 
Tiddy, King, Queen, Murnival, nor Gleek, 
you lofe becaufe you count as many Cards as 
you had in Tricks, which muft be few, by 
Reafon of the Badnefs, of your Hand; if you 
have Tib, Tom, King, Queen of Trumps in 
your Hand, you have 30 by Honours, that 
is 8 above your own Cards, befides the 
Cards you win by them in Play. If you 
have Jom only, which is 9, and the King of 
Trumps, which is 3, then you reckon from 
¥2, 13, 14, 15, till you come to 22, and 
then every Card wins fo many Half-pence, : 
Pence, €oc. as you played for 5 if you are 
under 22, you lofe as many. 

Here note, that before the Cards are dealt, 
it is requifite to demand, whether the Game- 
fters will play at Tiddy, or leave it out, it 
being a Card that is apt to be forgotten ; 
and know that it is looked upon as very foul 
Play tocall for a Gleek of Kings, Aces, Queens, 
or Knaves, when the Perfon hath but 2 in 
Hand. If you difcard wrong, 7. ¢. lay out 

bu; 
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Out § or 6 Cards, if you call for any Gleek 
or Murnival, you jefe them all, if it be found 
Out that you difcard. Let this fuffice for 
this noble and delightful Game or Re- 
creation. 





FRENCH -RU # fF, 


T this'Game you muft-cut for Deal ; 
~« & moft, or leaft, carries it, according 
to the Agreement of the Gamefters. 

Two Perfons may play 4 or 6 ona Side: 
Dealing to each 5 Cards a-piece ; either 2 
or 3 at a Time, accerding to Pleafure, 
and he who deals turns up Trump: The 
Aung is the bigheft Card at Trumps, the 
Queen is next, the Knave next, and next 
the Ace, and all other Cards follow in 
Preheminency, according to the Number of 
the Pips; but all {mall Trumps win the 
highett of any other Suit. 

Flaving turned up Trumps, he who hath 
the Ace muft take the Ace turned up, and 
all other Trumps which immediately follow 
it, if fo agreed among the:Gamefters, laying 
out fo many Cards as he took up in Lieu 
thereof, 

After this they play. To win 2 Tricks 
fignifies nothing, to win 3 or 4 wins but 2, 
but to win 4 is the winning of 5. 


If 
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If you play at Forfat, ( which is, the Ri- 
gour of the Play,) he who deals wrong lofeth 
r and his Deal. You are bound to follow 
Suit, and if you renounce, you lofe the whole 
Game, if you fo make it, otherwife but 1 or 
2, according to Agreement. 

He who plays a Card that is trumped by 
the Follower, if the next Player hath none 
of the former Suit, he muft trump it again, 
tho’ he hath not a Trump in his Hand that 
can win the former Tramp, and fo it muft 

afs to the lait Player. 

All the Players round are bound to win 
the higheft Trump played if they can. Here 
note, he who playeth before his Turn, lofeth 
1, unlefs it be the laft Card of all. 


FIVE-CARDS. 


WEIS is an Jrifo Game, and is much 

played in that Kingdom for confider- 

able Sums of Money. There is little Ana- 
logy between this and A//- Fours. 

But 2 Perfons can play at it, and there 
are dealt 5 Cards a-piece. The leaft of the 
Black, and the moft of the Red wins. The 
Ace of Diamonds is the worft of the whole 
Pack, unlefs it prove to be Trump. 


C 4 The 
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Dhe 5 Fingers (alias 5 of Trumps) is 
the beft Card in the Pack; the Ace of 
Flearts is next to that, and the next is the 
4ce of Trumps; then the Kvave and the _ 
. reit of the Cards are beft, according to their 
Valuein Pips, or as they are ‘Trumps. 
Before you play, ask, whether he wil] 
jive it, if he {peaks affirmatively, turn up 
the next Card of the Pack under that firit 
turned up, and that muft be Tramps ; if 
not play it out: He who wins moft Cards, 
Wins 5, but he that wins all, wins To, 
Obferve, that the 4ve of Hearts wing 
the Ace of Trumps, and the Five-Fingers 
not only wins the Ace of Trumps, but alfo 
all other Cards whatever, 
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FY" HIS Game is likewife to be played 

Sk atonly by ‘T'wo Perfons, of which the 
Eildeft is te play firft,as in other Games. 
You muft deal off 3 a-piece, and turn up 
the next Card following; the Eldettis to 
take his Choice whether he will Mogg (that 
is, change a Card, or no 3) and whofoever] 
refufeth, is to give the other 1 Chalk or 
Hole, of which generally 61 makes the 
Game. Then muft the Eldeft play, ae 
the 
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the other, if he can, muft make it up 15 5 
for which he fhall fet up as many Holes,, 
or Chalks, as there are Cards onthe Table 5 
‘fo likewife for 25 ; and alfoas many Cards 
as are played to make up 30,no more or 
lefs, fo many Chalks may be fet up who 
played laft, to make up 31; and if 31 be 
not made, then he who played laft, and is 
neareft 31 without making out, muft fet 
up 1, which is called, fetting up 1 for the 
latter. ie 
This being done, the Eldeft muft fhew 
how many Chalks he hath in his Hand to 
fet up, and after him the Youngeit, which 
they muft reckon in this Manner, taking 
Notice both of the Colour and Number 
of the Pips upon the Card turned up, of 
thofe in their Hands, ftill reckoning as 
many for all the 15 and 25, as there go 
Cards to make the Number; and if you 
have it by Chance in your Hand, and with 
the Card turned up, 31, then you muft 
fet up 4 for that. You mutt alfo fet up, if 
you have them in your Hands, or can 
make them fo in the Card turned up, as 
followeth, 2 for a Pair, be they either 
Coat-Cards, or others; 2 fora Knave, and 
if a Knave of the fame Colour and Suit of 
the Card turned up, then you muft fet up 
4; and fo for a Duce 4, if it be of the 
fame Colourturned up: Ifyou have 2 of 
C 5 . sort, 
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Sort, either Threes, Fours, Fives, Sixes, 
or Coat-Cards, you muft fet up 9, and 
this is called a Pair-Royal : Now if they 
are all cither Hearts, Diamonds, or the 
like, then you muft fet up 6 for Coftly-Co- 
Jours. If youhave 3 of a Colour, you can 
reckon but 2 for Colours. 

Whofoever dealt, if he turned up cither 
Duce or Knave, he muft fet up 4 for it; 
as for Example, imagine you had dealt 
your Adverfary 3 Cards, viz. the § of 
Hearts, 4 of Hearts, and 8 of Hearts; 
to your felf the Duce of Hearts, 7 of | 
Clubs, and 9 of Hearts. Laftly, you turn 
up a Card, whichis the Knave of Hearts, 
for which you muft fet up 4; then becaufe 
he will not ask you to change 1, he gives 
youl, which you muft fet up, and then he 
plays; fuppofe it be his 5 of Hearts, you 
then play your 7 of Clubs, which makes 
10, then he plays his 8 of Hearts, which 
makes 203; then you play your 9 of Hearts, 
which makes 29; and becaufe he cannot 
come in with his 5 of Hearts, you muf 
play your Duce of Hearts, which makes 
you 31. For your 5 youmuft fet up 5, then 
he muft fet up what he hath in his Hand, 
which you will find to be but 6, for he has 
not any Thing in his Hand, but Coffly-Co- 
loxvs. Then muft you fet up your Games, 
which are, firft, 2 for your 9 of Clubs, and 9 
of 
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of Hearts, which make 15, then that 15> 
and the Knave turned up, makes 25, for 
which fet up 3; then for your Duce of 
Hearts, which is the right, {et up 4, and 
2 for Colours, becaufe you have 3 of a Sort 
intyour Hand, with that turned up; now 
thefe, with the 5 you got in playing for 
31, makes you, this Deal, with the Knave 
turned up, and the Cards in your Hand, 
juft 20. Many other Examples might be 
given, but that is necdlefs fince this ove 
*; fufficient to direét you in all others. 
Thus much for Coffly-CoLouRs. 





BONNE-ACE. 


{ HIS Game you may look on as 


trivial, and very inconfiderable; and 
{o itis, by Reafon of the little Variety 
therein contained. But becaufe Perfons of 
Quality have played at it for their Diver- 
fion, we will briefly defcribe it, and the 
rather, becaufe it is a licking Game for 
Money. 

Seven or eight Perfons (or as many as 
the Cards will permit) play at one Time. 
Inthe lifting, the leaft Card deals, which 
is a creat Difadvantage; for that makes 


the Dealer Youngeft Hand. 
| The 
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The Dealer deals out 2 to the firft 
Hand, and tatns up the rbird, and fo 
gocs on to the next, third, fourth, fifth, 
Esc. He who hath the THigheft Card 
carries the Bouve, that is, half of the Stake, 
the other remaining for the Game; now if 
there be 3 Kings, 3 Queens, 3 Tens, &8e. 
turned up, the Eldeft Hand winsit, The 
Ace of Diamonds is Bonne-Ace, and wins 
all other Cards whatever. Thus much for 
the Bonne; afterwards the neareft to 31 
wins the Game, and he who turns up, or 
draws to 31, wins immediately. 


we a 
WIT adR EASON. 


6 hi HIS Game feems very eafy at firft 

to the Learner, but in his Practice 
and Obfervation he will find it otherwife. 
It is a Game fomething like 31, and is thts 
played. 

‘Two playing together, the ome hath all 
the red Cards, and the other the black : 
‘Then they turn up Crofs - Pile, who ‘hall 
lead 5 for the Leader hath a great Ad- 
vantage over the other, as will be demon- 
firated. 

You are not to play a to firft; for if 
you do, you Certainly lofe; for 31 ite 
tne 
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the Game, he who firft comes to it wins 5 
now fhould the Leader play a Io, the 
Follower will play another 10, that makes 
20; let the Leader then play any Thing 
next, the Follower will be fure to make it 
up 31. 

He who hath the Lead, if he play a 9, 
may certainly win the Game, if he look 
about him; ever remembring to get firit 
to 20, without {pending 2 of one Sort, as 
2 Duces, 2 Trays, 2 Quaters, €c. other- 
wife you will lofe : As for Example, you 
play a9 firft, your Adverfary plays a Duce, 
that makes 11, you play a 9 again, and 
that makes 20; thus you have played, 
but both Nines, wherefore your <Anta- 
gonift plays a Duce; now you can play on 
no Card but he wins; for if you play an 
8 (for you cannot come in with your To) 
and you have not a g, then he hath an Ace 
for 31%3f0 if you play a 7, which makes 29, 
he hath a Duce remaining to make up 31, 
and fo you may obferve tn the reft of the 
Cards. 

Take this for a general Rule, that_you 
have a very great Advantage in fetching 
out, by Play, any 2 of a Number, as a- 
forefaid ; as 2 Fives, 2 Sixes, 2 Sevens, 
€2c, wherefore you muft not play rafhly, 
but with the Confideration arithmetically 

grounded, tomake upa certain Gane of 31. 
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To conclude, he who hath the Art of 
playing well at 31, that 1s, by naming fuch 
a Number, at firft, and profecuting it by 
fuch Addition of others, that his Adver- 
fary cannot think of any Number, but 
what fhall be his Game ; I fay fuch a Man 
ts fitteftto play at this Game called Wir 
and REASON. 








The Art of MEMORY. 


HIS israther a Sport, than a Game. 
Money may be won at it, but ‘it 
is moft commonly.the Way to a@ the 
Drunkard, It 1s the beft when many play 
at it; for with few itis no Sport at all: 
For Example ; As manyPerfonsasdo play, 
fo many Cards trebled muft be thrown 
down on the lable, with their Faces up- 
wards ; which every one muft take Notice 
of, and endeavour to regifter them in his 
Memory. Then the Dealer muft take them 
all up, and fhuffling them, after cutting, 
Deals to every one 3 a-piece. 

The firft, it may be, calls for a King, 
which mutt be taid on the Table, with his 
Face downwards by him who hath it in 
his Hand; the next, it may be, calls for. a 
10 of Spades, which muft be laid down in 
like 
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{ike Manner, and fo it goes round; now 
if any one calls for what is already laid 
down, if they play for Liquor, he muft 
then drink a Glafs ; if for Money, he mult: 
then pay a Stake, whatever the Sum be 
they play for. 

This Sport wholly depends on the Me- 
mory; for want of which a Man may lofe 
both his Money and his Underftanding. 


ep een nee 
PLAIN DEALING. 


rE who deals, hath the Advantage 
Th of this Game; for if he turn up the 
“Ace of Diamonds he cannot lofe: To his: 
Adverfary he delivers out 9, and but 3 to 
himfelf, then are the Cards played as at 
Whiff, the beft of Trumps, or other Cards 
wins, and but one to be gotten at a Deal. 
T cannot commend this Paftime for its In- 
genuity, and therefore only name it, be- 
caufe we treat of Games in general. 








Quen NALARENE. 


S many may play at this Game as 
the Cards will allow, 5 Cards are 
dealt to every Player; the Queen of Dia- 


monds is Queen NAZARENE, and he who 
hath 
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hath it, demands 3 a-piece of every Player. 
The Knave of Clubs is called Knave-Knocker, 
and he that has it, challengeth 2 a-piece. 
If Women play among Men, itis cuftomary 
for Knave-Knocker to kifs Queen N az a- 
RENE. 

Laftly, he who lays down a King, the laft 
Card that is played challengeth 1, and be- 
gins agains; and he who hath firft played 


w 


away his Cards, demands as many Counters 


as there are Cards in the Hands of thé reft. 
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A AVING dealt 7 Cards a-piece, turn 
AO up a Card, and that is Trumps. The 
Mice and Coat-Cards of Trumps are thus rec- 
koned, ‘Vhe ce is 5, the King 4, the Queen 
3, and the Kzave 2. 

Having played, he who wins the firft 
Trick, turns up another Card, and that is 
Trumps ; and fo every Trick produceth a 
frefh Tramp, tillall the 7 be played. Now 
if it fo happen, that. what is turned up 
proves an ce, or Coat-Card, it is a great 
Advantage to him who won the laft Trick ; 
for if it be an _4ce turned up, then he reckons 
5, a King 4, if a Queen 3, as aforefaid., 
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After all the 7 Cards are played, (which at 
firft are dealt 1 by 1, ) he who won the laft 
Trick turns up a Card, and if it prove Ace, 
King, Queen, or, Knave, he reckons for It 
accordingly as aforefaid. 

If the 7 of Diamonds be turned up, that is 
Peneech, and is reckoned 14 turned up, but 
itis but 7 in Hand, and not that neither, 
unlefs Diamonds are Trumps: If it be Trump, 
it is the higheft Card, and winsiall others 5 
if ic benot Trump, it wins all Diamonds. 

Laftly, having played out all the14 Cards 
betwixt you, count how. many Cards you 
have more than your own 7 at firft dealt you, 
and for every Card reckon 1, and fo you 
mutt reckon on with the Value of your Cvat- 
Card Trumps, with Peneech turned up, or 
in Hand, ‘till you come to 61, which 1s the 
Gime. 

Note, if you have neither Ace nor Face, 
you may throw up your Game and deal 
again. 
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‘T) OS T and Parr isa Game very much 
played in the Weft of England. 
This Game depends much upon daring 3 


fo that fome may win very confiderably, 
} 
Wild 
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who have the Boldnefs to venture much upon 
the Vie, tho’ their Cards are very indifferent. 
You muft firft take at Pof, next at Pair; 
after this, deal 2 Cards a-piece, then ftake at 
the Seat, and next, deal the third Card about. 
The Eldeft Hand may pafs and come in 
again, ifany of the Gamefters Vie it; if not, 
the Dealer may play it out, or double it. 
The 4ce of Trumps, is the beftCard of all, 
and fo on of the reft in Order. At Po the 
beft Cards are 21, viz. 2 Tens and an Ace, 
but a Pair-Royal wins all, both -Pof, Pair, 
and Seat. Obferve, that he who hath the 


beft Pair, or the beft Pof, is the Winner. A 


Pair is,a Pair of any two, as 2 Kings. 2 
Queens, Fc. A -Pair-Royal is of 3, as 3 


Kings, 3 Queens, Fc. The Vie, is what ° 


you pleafe to venture upon the'Goodnefs of 
your own Hand: or if it be bad, and you 
imagine your Adverfary’s is fo likewife, then 
bid igh couragioufly, by which Means you 
daunt your Antagonift, and fo bring him to 
Submiffion 

If the Gamefters keep in -till all -have 
done, and by Confent fhew their Cards, the 
beft Cards carry the-Game. Now, accord- 
ing to Agreement, thofe who keep in till 
laft, may divide the Stakes, or fhew the beft 
Card for it. 

Obferve, where the Cards fall in feveral 
Hands of ‘the fame Sort, as a Pair, or Pair- 
Royal, 
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Royal, and fo forth, the Eldeft Hand car- 


ries it. 





BANKAFALET, 
A French GAME. 


T this, the Cards muft be cut into 
{-\ as many Heaps as there are Players, 
or more, if you pleafe, and every Man lays 
as much Money on his own Card .as he 
thinks fit, or on the fupernumerary Fieaps. 
So many as the Dealer’sCard is inferior to, 
fo many he pays; fo many as his Card is fu- 
perior to, fo many he wins from. 

The beft Card is the Ace of Diamonds, the 
next to that, the Ace of Hearts ; thirdly, the 
Ace of Clubs ; and laftly, the Ace of Spades, 
and fo the reft of thefe Suits in order, accord- 
ing to their Degree. The Knack lies in fe- 
curing an Ace, or any other good fure win= 
ning Card; and if you mark the Cards be- 
forehand, fo as to know them by the Back- 
fide, you may then make your Advane- 


tage. 




























44 The CompLeaT GamesTeR. Part IE. 

















La Bete, that is, the Bu ast. 


French Game alfo, and played after 
this Manner. The beft. Cards are, 
King, Rahs and fo forwards. They make 
3 He aps, the King, the Pras and the Triolet. 
To every one is dealt 5 Cards, 2a tee 
Perfons, or more, mi: °y slay at it.) Be kore 
the Cards are de: lt, ¢ very one ftakes to the 
three. Heaps. He who wins moft Tricks, 
takes up the Heap that is called the P/, ay : 
He wh OQ hath the King Ca lee Sup the H ac ap. {o- 
cag ds and he who hatl 3 of any Sart, that 
3 Fours, 3 Fives. 3 Sixes, &@-. takes up 

che Tian 
Thus much for the Gamesonthe CaRps: 
But for the Reader’s farther Entertainment, 
we aes now added fome diverting Fancies 
upon the fame 5 taken from the celerbatred 
Mr. Or. ANA M s Mathematical Recreations. 


ag 













SOME 


DIvERTING AMUSEMENTS 


UPON THE 


Gee ( Rae TDs a 


1. To find out among f{everal Cards one, that 
another bas thought of. 


A VING taken out of the Pack, 
a certain Number of Cards, and 
4 . laid them on_the Table, before 
the Perfon who is to fix his Thought upon 
fome particular Card, placing them in a 
regular Order, beginning with the Lower- 
mott, and ranging the one above another, 
swith their Figures and Points upwards, 
and counting them readily, that you may 
find out the Number, which for Example, 
we fhall fuppofe to be twelve Cards ; bid 
him keep in Mind the Number that ex- 

preffes the Order of the Card he has Hhoughe 
Oly 
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of, namely, ove, if he has thought of the — 
firft, two, if he has- thought of the fecond, 
three, if he has thought of the third, Se. 
Then lay the Cards one above another, 
upon the reft of the Pack, ff, that which — 
was fhewn fifi upon the Table, and that 
laft which was Jaf} fhewn, ‘Then ask the ~ 
Number of the Card'thought of, which we 
fhall here fuppofe to be four, that is, the 
fourth Card in Order of laying down, is 
the Card thought of. Lay your Cards with 
their Faces up on the Table, one after 
another, beginning with the uppermoft, 
which you are to reckon four, the Number 
of the Card thought of; fo the fecond, 
next to it, will be frve, and the third under 
that, fix, and foon, till you come to twe/ve, » 
the Number of the Cards you firft pitched 
upon to fhew the Perfon ; and you will 
find. the Card: which the Number twe/ve 
falls to, to be the Card thought of. 


II. Several Parcels of Cards being propo- 
fed or fhewn toas many different Perfons, to 
the End that each Perfon may think upor 
one, and keep it in bis Mind, how to guefs 
the refpective Card which each Perfor has 
thought of. 


Let us fuppofe there are three Perfons in 


Company, and three Cards fhewn to the 
firft 











pon the CARDS. 4 


firft Perfon, that he may think upon one of 
them, and thefe three Cards laid afide by 
themielves ; then three other Cards held be- 
fore the fecond Perfon, for the fame End, and 
likewife laid apart ;~and at laft. three dif- 
ferent Cards again to the third Perfon, to the 
fame End, and liewife laid apart. This 
done, turn up the firft three Cards, slaying: 
them in zbree Stations; upon thefe three, lay 
the next ¢hree other Cards that were fhewn to 
the fecond Perfon; and above thefe, again 
the taree laft Cards: Thus you have- your 
Cards in three Parcels, each of which confiftts 
of three Cards. Then ask each Perfon: in 
what Parcel is the Card he thought of 5 after 
which it will be eafy to diftinguith ; for the 
jirft Perfon’s Card: will be the firft of his 
Heap ; and in like Manner the /econd’s will 
be the fecond in his ; and the third Perfon’s 


Card will be the third in his. 


TIT. Several Cards being forted into three 


equal Heaps, how to guefs the Card that any 
one thinks of 


It is evident that the Number of Cards 
muft be divifible by three, fince the three 
Parcels are equal. Suppofe then there are 56 
Cards, by Confequence there are 12 in each 
Parcel 5 as in what Parcel is the Card thought 
upon; then put all the Heaps together, fo' 
aS 
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as to put that which contained the Card 
thought upon between the other /wo 3 then 
deal the 36 Cards. again into soree equal 
Hands, obferving that Order of the jir/? Card 
to the firjt, the fecond to the fecond, the third 
to the third, the fourth to the firft again, and 
fo round, dealing 1 Card at a Time, till the 
Cards are dealt off. Then ask again, in 
what Heap is the Card thought upon, and 
after laying together the Cards, fo as to put 
that which contained the Card between the 
other two, deal off again, as you did before, 
into three equal Parcels. ‘This done, ask 
once more, what Parcel the Card 1s in, and 
you will eafily diftinguifh which is it for it 
lies in the Middle of the Heap to which,it 
belongs, that is, in this- Example is the . 
fixth Card; or if you will, to cover the Arti- 
fice the better, you may lay them all to- 
gether, as before, and the Card will be in the 
Middle of the whole, that is, the eighteenth. 


IV. To guels the Number of a Card drawn 
put of a Picquet-Stock, con/ifting of 32 Caras. 


After any Perfon has drawn what Card he 
pleafes, you may know how many Points are 
in the Card thus drawn, by reckoning every 
Knave two, Queen three, and King four, and 
the reft according to the Number of their 
Points; then looking upon the reft of the 
Cards, 
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Cards, one after another, 2 add the Points 
of the jfirft Card to the Points of the /e- 
cond, and the Sum to the Points of the 
third, and fo on till you come to the laft 
Card ; taking Care all along to throw out 
10, when the Number exceeds it; 3 upon 
which Account you fee it 1s needlefs to 
reckon up the Yevs, fince they are to 
be thrown out; only you muft always add 
ato the lait Sum, in order to have another 
Sum, which being [ubtradea trom 10, if 
it be lefs, or from 20, if it be more, the 
Remainder will be the Number of the Card 
drawn; fo that if 2 Set itisa Kyave, 
if 3a Queen, if 4a King, and fo on. 
V. To guefs the Number of the Points, or 
Drops, of "Two Cards drawn oat of aPack. 


Whoever draws 2 Cards out of the Pack 
bid them add to each of the Cards drawn, 
as many other Cards as his Number is un- 
der 25, which is a Moiety of the Pack, 

wanting 1, fixing upon each faced Card 
what Nw ah er he pleafes if the fifi Card be 
30, add to it 3 Cards 3 and if the /ecoud 

Card alc d be 7, add to ae 18 Cards; fothatin 
there will remain but. 17 
Cards in the Pack, t the whole Number taken 
out amounting to 355 then taking the Re- 
mainder of the Pack into your Han ds, and 
finding 


{ his Exe Lie ip / 
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aie) Diverting Amufenieits. 
finding they are but 17, conclude that 17 

is the Joiut-Number of all the Points of 

the 2 Cards drawn. 

To cover the Artifice, you need not 
touch the Cards, but order the Drawer to 
fubtraG the Number of the Points of each 
of the 2 drawn Cards from 26, which is a 
Moicty of the Pack, and direct him to 
add together the 2 Remainders, and ac- 
guaint you with the Sum, that you may 
fubtrad it from $2 the Nobmber of the 
whole Pack, the Remainder of that being 
what is enquired after. 

For Example, Suppofe a 10 and a 7 are 
the Cards drawn, take 10 from 26, and 
there will remain 16; and if you take 7- 
from 26 the Remainder is 19. The Ad- 
dition of the two Remainders 16 and 19, 
amount to the Sum of 35, which /utrac- 
ed from §2, leaves 17, for the Number of 
the Points of the Two drawn CARDS, 










Compleat Gametter. 
PJAK ely SIU: 


GaMeEs within the TAaABLEs. 








I. The Famous Game of VERQUERE. 


Te FELIS Game is originally, faid to be 
of Dutch Extraction, and one of 
the moft noted Diverfions among the Hol- 
danders, ‘The Manner of playing it is 
thus, viz. 

All the Lable-Men are placed on the 
Ace-Point, where you fet the two Men at 
Back-Gammon 3 and as at that Game, bring 
themround into your own Tables, but wit! 
different Circumftances 3 for you are not 
allowed to make a Poi? in either of your 
Tables, next your Adverfary, the farther 
Ace-Point excepted, for there you may do 

D 2 it 










































$2 The ComPpLEAT GAMESTER. 
it as your Difcretion does beft direct you; 
but you may take as many “Points in your 
own Tables as you think good, to advan- 
tage your Game, and by fo doing, to hin- 
der your Adverfary from approaching you, 
or by the Luckinefs of his Throw to get 
the better of it. 

In the next Place, you are to obferve, 
that this Game is commonly played double 
and /ivgle; the double is called Joun, which 
is a particular Advantage your Adverfary 
sets over you, if his Luck in throwing be 

xtraordinary : but you cannever be JoHN’D, 
except you have more Men than you can 
enter upon fix Points, that is to fay, 7 
Men, which is 1 more than your Points 
will bear; and in fuch a Cafe you muff 
yield the Double, and confequently your 
‘Game is in danger to be loft. 
Note, that tho’ you always 


Caft affords you Convenience, and to the 


aft amords you WO 
ie A Wes a ie Bp fe ‘ae Cr * . E 
beft Advantage or your (same, yet you 
E pry 4 
cannot enter 7wo Mea upon any Point, and 
7 ° " 1.2 y - 
“n that Particular this Game 1s more re- 


markable than any other played upon the 


point as your 


+ 


You play Doublets, and at laft bear 
| your Men, as at Back-Gammon, 
ry ° ° rr. 

“tis in managing your Throws 
1 me) = 4 oe aoe ry t : . 
to make your Game proper, for this, 
“17 » “1 2 Ca we * 
whilft your Adverfary, by all [hrowing, or 

dp prty 
indifferent 
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: nagement, lags Eshina y 
very So oa for ee to “be skilled we 
t 


han you! ave ope ode Poin ie to 
them, you are to let your Adver+ 
sich LI have feen fora confi~ 
eral f until by playing 
his Men forward (contriving as much: as 
} LAT i ee | 
AA ie) oles 0 Xe emine nce. 
. j f Se ~ n ine WY AT? 
back vour Game) he makes incon 


f t 1 
4 ¢ qarrinare +h co 
SES ae bidiiay tic 


es Ne Al Wate eee See a Tair ih 25) Sy ES 
being no Potlibility of going on, tin you 
oe) ra] o : 
the Pricileor By} Senin He Patt 
have the Privilege, by h senine the Pai- 


oO 
fage for you-on the ‘Tables 
remaining Men. 

Note *t00, that if you Kit any of your 
Adverfary’s Reeth by a fortunate Caft of 
your Dice, and that t he has the favourable 
Fortune, prefe Hey ut rer to-hit ‘you again ° 
In fuch a Cafe, w is not very. 
common,~if there be not Room for you: 
to enter in his ee nor for him to per- 
fe & the Advant 
in yours. Itis th 
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mode 
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e Nature of this Came) 


that you muft lofe it double, you being: the: 
firft to throw. mals ang the ret ae the- 
Accidents « £ Verquere, are like moft other- 


e of his “Lhrow to enter’ 


Games, to be undes rftood, aud avoided, by~ 


Swill B 


Ex pet ence id Play. 
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II. The Noble and Courtly Game called 
GRAND TRICK-T RACK, 


S aFrench Diverfion; and moft common- 
ly ufed by Perfons of the firit Qua- 
lity. 

Tt is thus played: The Table-Men are 
to be placed on the Side of the Ta- 
bles. Next, it is alfo to be obferved, 
that befides the Table-Men, with which 
you play, there are 3 other Pieces.to be 
ufed, called Markers,whether HalfCrowns, 
or Halfpence, or any other Coin: Thefe 
are to mark the Throw of your Dice, on 
the Points of the Tables which are advan- 
tagcous to you: For Example, Tf in your 
firft Tables you make fingle ‘Toots, in 3 
Cats, or Throws, you mark with one Mar- 
ker “4, 

There are 12 Holes on the Sides of 
your Tables, with Pegs in them, for the 
Ufe of this Game. Note then,-that 12 
Marks gained on the Points of your Ta- 
bles, make an Hole, and 12 Holes make 
up the Game, if you agree to it; elfe 
lefs, or more :If you fill up your Points, for 
every fingle Throw on the Dice, you make 
4, and tor Doublets 6; and may hold 

your Game as. long as you think conve- 
+ nient, 
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nient, that is, play on without breaking up 
your own, and your Adverfary’s, if you 

belicve you fhall get no Advantage by be= 

ginning again. 

If you hold with your double Men in 
your Tables, before you can make a Point, 
and your Adverfary cannot fill his ‘T'a= 
bles, you are obliged with your Man to 
pafs over into his Tables, tho’ it be 
commonly a Difadvantage; but if he. 
throws {0 well, as to fill up, then it aiters 
the Matter, aud you cannot pals. Note, 
that when you have marked r2 with. your 
Marker, which, as I faid before, makes up 
one Hole, you may go off, break up your” 

Tables, and begin again, provided you: 
have the Dice; or elfe you cannot.. 
If in playing this Game, you touch a: 
Man rathly, as intending to play it, and 
think. to change it for another, you are 
obliged’ to play it as you before in-- | 
tended. | 

Note, As to thofe Men that are obliged: 
to pafs over into the Adverfary’s ‘Tables, 
if he hits them, he marks thus*: 

For every fingle Throw 45 for Doub=- 
lets 6; and if at any Time, by your: 
good Fortune in throwing, you Can mark: 
over and above 12, you. mut then mark: 
a Hole, or elfe 2, if you go double, and.: 

the Overplus remaining is called tothe Good, 
5: D. 4. 8 “proa- | 
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provided youdo notbreak your Game: You 
cannot 50 pee nor break your ‘lables by 
your Adve fary’s Throws. ‘And note, that 
if you ike to make more or le ay thin 
is right, it is in his Power to take the Ad- 
vantake, put you back, or oblige you to 
mark full. ‘This ts what is neat conlide- 

rable in your jirji Lables. 
SR aie aS Tip your Race ry’s Second 
Table : Bor every Mar Bes. hit of his 
with-a fingle Die, you mark but 25 anc 
for Do shiek 4: ; though in his pirff iTables, 
4 for each finule Die, and 6 for Doub- 
lets. 
If you chance to hit a Blot or twoin 
ze 


ve 


ree ee ee: xl he Sa 

ye C Ut Ad Veri ar y 3 a adic Sy an cannot pals, 
ral cL af Hire h en 4} di ” 

by reafon of his Man ftanding in your 


Way, and hindering you, it 1s allowable 
for him to take the Avan itage of mark- 
ing by your own Throws in both Tables 
as before mentioned. 

The Ace-Point of both Corners in the 
fecoud Tables, cannot be divided here, nor 
fill the Corners, as at other Games; though 
in. Lieu of that Convenience, if the Dice 
favour, for each fingle Caft, you mark 45 
and for Doublets 6. 

‘Then as that Part of the Game, called 
tens des Retour, or the Back-Game, which 
is the latter Parts , Next, De aring off your 
Men, as itis ufed.at Buck-Gammniew, you 


play ay 


Sy 
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play. your Men as faft: as yeu can, into his 
T ables, endeavouring to hill up the Poin easy 
as at the Fore-Game 3 which. being. done, . 
you bear off your.Men ;.only there. 1s one. 
Diftin@ion between this and Back-Gam-- 
mon (noted before) that as Doublets thrown 
at the laft Caft gives confidcrable Advan- 

tage to the Gamefter there, it is here of no 
Value, nor gives any Addition. to the 
at hrow.. 

Note, that if at any Time you break: 

up yours lables, and diforder your-Meh, . 
except by gaining 12 Points, you can mark. 
a Hole, itis in your Adverfary’s Power to: 
blige you to hold your Game on ftill, 
end to play all the a able-Men you h ave: 
fo touched and difordered to:his own Ad-- 
vantage. . 

Note allo, that we diftin guifh the Sin-- 
gle from the Double, in this Manner: df 
your Adverfary, by his: ill Fortune: in. 
throwing,. has no. Points on his: ‘Jables . 
ma ; altho’ your Throw is fingle, 
yet fill youemay mark adouble Point; but- 
erwile, he has fuch good: Luck* by - 
he’ Dice, to have any Point to mark, then ; 
1¢ comes double 5. which you are to.take 
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fily to be comprehended, by thofe who 

divert thenifelves with playing often at 

Tables, and efpecially fuch who have any 

Skill in Tick-Tack, of which, this Game ts- 
obferved to make a Compleatment, by ad- 

ding more Parts and Embellifhments 5 yet: 
the moft ready Way fora young Gametter,. 
who is defirous to learn it, is to fee it per- 
formed by two Gamefters ; and then taking 
notice ot thefe Inftruétions, he will pre- 
f:ntly be let into the Secret.. 


iT 


Ul. Of IRISH. 


RIS H isan ingenious Games and re-- 
if quires a great deal of Skill to play it: 
well, efpecially the Afrer-Game, it is thus 
played: 

The Men, which are 30 in Number, 
are equally divided between you and your 
Adverfary, and are thus placed , 2:0n the 
Ace-Point, and 5 on the Sice of your Left- 
Hand Table, and 3. on the Cinque, and 
¢ on the Ace-Point of your Right Hand 
"Table, anfwered on the like Points, by your 
Adverfary’s Men, with the fame Number 3: 
er thus, 2.0f your Men on the Ace-Point, 
s on the Double-Sice, or Sice-Cinque 
Point,-3 on the Cinque-Point in your T’a- 
bles, 
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bles, and 5 on the Sice-Point at Home ; . 
and all thefe pointed alike by your Adver-- 


fary. 


In your Play havea Care: of being. too» 


forward; and be not rafh in hitting every 


Blot, but with. Difcretion and Confidera=- 


tion, move flowly, but fecurely; by which 


oor 


Means, tho’ your Adverfary. has filled : 
his Tables, but. with: alf Blots, and you: 
by hitting him, enter, you. may win the: 
Game; nay, fometimes, tho’ he hath borne. 


his Men all to a very few. - 


It is the Part ofa prudent Commander, , 
as he leads out his-Men, to bring them: 
home as fafe as poffible : So muft you have: 
a Care-of your Men as you-are bringing: ; 


them home, that they are not picked up 
by: the Way. . 


7 


Hayé a {pecial Care that your Adverfa-- 
ry double not the Trey-Ace-Point with : 
his Men; and fo make what convenient - 
Hafte you can to fill up your own Tables, , 
and beware of blotting: That done, bear - 


as faft as you can. . 


For an 4fter-Game, I know not: what 


Inftructions to give: You mut: here-- 
in truft to your own Judgment, and the: 


Chance of the Dice; and if they run low « 


for fome .'Time, it. will be {o. much.-the - 


betten.. 
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IV. Of BACK-GAMMON. 


JOUR Men are placed as at Irijh 5 

and this Game differs but very little 

from ‘That, but in Doublets; which, at 

Back-Gammon, is- played four-fold, and 

‘makes ‘a. quicker Difpatch of the Game, 
than Irifb. | 

Be fure to make good your Trey=Ace- 
Points hit boldly, and come away as fait 
as you can; to which End, if your Dice 
run high, you will make the quicker Dif- 
patch, 

When you come to bearing, ‘have a 
Care of-making when you need not; and 
Doublets, now will ftand you gnoft in 
Stead. 

If both bear together, he who ts firft 
of without Doublets, wins 1. 

If both bear, and one goes off with 
Doublets, he wins 2. - 

If your Table be clear before your Ad- 
verfary’s Men be come in, that 1s a Back- 
Gammon, which is 3; but if youthus go 
off with Doublets, it 1s 4. 

Fatfe Dice are much ufed at Irifh and 
Back-Gammon, for the Benefit of entering 5 
wherefore, have a fpecial Care, that you have 
not Cinque-Duces, and Quatre-Treys put 

upon 
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upon you; it may quickly be perceived by 
the running of the Dice, ' 
The Perfon who is cunning at Play, has 
great Advantage of a Novice, or innocent 
Man; which is. commonly: by topping or 
knapping ; which, by Its often. Practice, 
be fufpected by his. Adverfary : 
Then. he has Recourfe to Dice, which 
run particular Chances for. his Purpofes 
which, the other being ignorant of, 1s .al- 
moft an equal Advantage with the former. 
For Example: Heprovides Dice thatrun 6, 
5543 it is his Bufinefs to fecure thofe Points: 
So that if he happens to furprize any of 
your Men coming home, as itis Lwoto One 
but he docs, he will without.a Miracle, 
win the Set. . 
It is poflible fometimes they may make 
ufe of 3.and. 2, which are the low Chan- 
ces; but that they feldom do, for this 
Reafon, the high or forward Points being 
fupplied, you mult enter, if at all, upon 
the low Points; which keeps you. back- 
wards, and gives him Advantage. ‘Ihe Ad~ 
vantage of this Game is to be forward, if 
poffible, upon fafe ‘l’crms, and to point his 
Men at fuch a Rate, that it fhallnot be 
poffible for you to pafs, tho’ you have 
entered your Men, till he gives you Liber- 
ty, having Two to One the Advantage of 
the Game. 
V.. OF 
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V. Of TICK-TACK., 


LL. your Men: muft. ftand on .the- 

A Ace-Point; and. from thence. play. 

forward; but have a Care of being too 

forward, or.fo, at leaftwife, that Doublets 
reach you not. 

Secure. your Sice and Cinque-Point, 
whateveryou do, and break them not, un- 
lefs it be when you have ths Advantage 
of going in; which is the greateft Ad- 
vantage you.can have, next to a Hit: For - 
your Adverfary’s 11th Point ftanding 
open, you have, it may be; the Oppor- 
tunity of going in with two of your Men, 
and then you win a double Game. A Hit 
is but 13 and thatis, when you throw fuch: 
a Caft, that fome one of your Men will 
reach your Adverfary’s unbound, but 
fometimes, tho’ it hits it, will not pafs, 
by Reafon of a Stop in the Way; and 
then it is nothing. Sometimes itis good, 
going over into your Adverfary’s Tables ; 
but it is beft for an A/ter-Game. 

Playing clofe at Home is the fecureft 
Way ;- playing at length is both rafh and 
unfafe; and be careful of binding your 
Men when you lie in Danger of the Ene- 
my. Moreover, if you fee you are in 
Danger - 
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Danger of lofing a double Game, give 
your Adverfary 15 if youcan, it is better 
doing fo than lofing 2. 

Here note, if you fill up all the Points 
of your fecond Zable with your own Men, 
you win 25. and that you may prevene 
your Adverlary from doing fo, (if you are. 
in Danger thereof, )if you can, make a va=- 
cant Point in his ‘Tables, and it is impofli- 
ble for him to do it. 

This is the plain Game of Tick-Tack, 
which is. called fo from Touch and Take 5 
for if you touch a Man you muft play him, 
tho’ to your Lofs; andif you hit your 
Adverfary, and neglect the Advantage, 
you are taken with a Why-not, which: 1s 
the Lofs of 1: Likewife if you are tn, 
and your Caft is fuch that you may alfo 
go into your Adverfary’s 11th Point, by 

2 other Men, and you fee it not, either 
by Carelefnefs or eager Profecution of a 
Hit, which is apparent before your Eyes, 


you lofe 2irrecoverably. Befides, It is a. 


very great Overfight, as. your Men may 
ftand, not to take a Point when you may. 
do it. 

Now fome play this Game with Toots, 
Boveries, and Flyers ; Toots is,.when you 
fll up your Table at Home, and then 
there is required {mall Throws; for if 
you 
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you get over with a Sice, you have no 
Benefit of: Toots: 

Boveries, is when you have a Man in the 
rith Point of your own Tables, and ano- 
ther in the fame Point of your Adverfa- 
ry’s, directly anfwering. 
> Flyers,, is when-you bring a-Man round 
the Tables before your Adverfary hath 
got over his firft Table; to the effecting of 
which there is required’ very high throw- 
ing on your Side, and very low throwing 
of his. 

Much: more might be faid as to the 
Craft of the Play, which cannot be fo 
well: difcovered, as from Obfervation in 
your own or others Playing. 





ViL.. Of D.O UB LATS. 
A T Doublets the 15: Men are. thus. 


\ placed; upon Six, Cinque, and 
Quatre, there are 3. Men a-piece; . upon 
‘Trey, Duce, Ace, but 2 apiece. 

He who throws moft hath the Benefit 
of throwing firft; and whathe throws 
he lays down, and fo doth the other; 
what. the. one throws and hath not, the 
other lays .down for him to his own Ad-. 
vantage; and thus they do till all the 


<A 
— 
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Men are down; and then they bear, but 
not till they are down; he who is down 
firft bears firft, and will doubtlefly win 
the Game, if the other throws not Doub- 
lets to overtake him. Now he who throws 
Doublets apace, is certain to win; for as 
many asthe Doxb/ets are, fo many he lays 
down, or bears. For Example; If 2 Fours, 
he béars! 8," and. fo“-for ihe other Dor ps 
Jets; and ‘therefore he who can either 
nap, top, 1 high Runners about 


or 
bari hath a ereat “Kas antage herein. 





VU. OF SICE-AC Es 
IVE Perfons may play at Sice- Ace. 
with 6 Men a-picce, cheyeat ne load 
another with Aces ; Si eee ars on ly, and 
Doublets drinks and throws gain; fo have 
I often feen fome who, for the Eat re of a 
little Money, have refolved rather to lofe 
themfelves than a Penny. It is commonly 
agreed the laft two, or the laft evt, fhall 


lole ce, and the reft fhall go tree. 


VIIT. Of 
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VI. CA TCHDOLT. 


A T Catch-Dolt, the firft throws, and 
4 \ lays down from the Heap of Men 
without the ‘Lables; what.is thrown at, it 
may be Sice-Duce; if the other throw ei- 
ther Sice or Duce, and draw them not from 
his Adverfary’s ‘Tables to the fame Point 
in his own, but takes them from the Heap, 
and lays the Ace down, he ts dolted, and 
lofeth the Game; or if he touch a Man of 
the Heap, and then recall himfelf, the Lofs 
is the fame. Some by frequent Practice. 
will never be do/ted, and then they ftrive 
who fhall fill up their Tables fr//,; which: 
done, he who bears them off fr/t hath won. 
the Game. 

So much for Games within the Tables. 





Games without the TABLES. 
1. OFINN and INN. 
N N and INN is a Game formerly ve-= 


ry much ufed, and may be played by 
two or three Perfons, each having a Box 
in his Hand. It is played with.four Dice 
You may drop what you will, pags Si 
a} 89S ale 
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Shillings, or Guineas; every Inv you 
drop, and every Inu and Inn you {weep 
all; but if youthrow out, if but rwo 
play, your Adverfary wins all; if three 
that Out isa Aye between the two other 
Gamefters, which they may either divide 
or throw out for it. Here you are to ob- 
ferve that Out is when you have thrown 
no Doublets on the four Dice; Inn is 
when you have thrown two Doublets of 
any Sort as two Aces, two Duces two 
Kings, €8¢. Inwz and Inn is, when you 
throw all Doublets, whether all of a Sort, 
or otherwife, viz. four Aces, four Duces, 
or four Cinques, or two Aces, two Duces, 
two Treys, two Quatres, or two Cinques, 
two Sixes, &9e. 

Your Battle may be fought for as much or 
as little as you will, from 205. to 20/ and 
fo onwards, to 2000/, which Battle is net 
ended, till all the Money be won: And it 
is frequently feen, that in 2 Battle of 104. 
a Gentleman hath been reduced to 55. and 
yet hath won the Battle at laff. 

Fora Gamefter, who would win with- 
out hazarding much of his Money ; Dice- 
that will run very feldom otherwife. but 
6, 5,4, are very neceflary. If thofe In- 
ftruments are not to be had, a Taper-EBox 
will not be amifs; that as the Dice are 
thrown. 
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thrown in, may ftick by the Way, and fo 
thrown to Advantage. I have been-told 
of one of thefe Sharpers, who caufed a 
Box to be made, not as they are ufually 
{crewed within, but fmooth ; and procured 
it to be fo well painted and fhadowed 
within, that it looked like a ferew’d 
Box: Now, this Box was but Half-Board 
wide at the Top, and narrow at the Bot- 
tom, that the Dice, as aforefaid, might 
fick, and the Box being fmooth, would 
come out without. tumbling, . With: this 
Box, he went and played at Lia and Ina, 
by Virtue whereof, and his Art of taking 
up and throwing his Dice into the Box, 
he got the firft Night rcoo/. and the next 
Night 2004 a Year, (witha Coach and 
Six Horfes) and enjoys the Eftate to this 
Day, with great Improvements 5 and never 
would handle a Dye fince, well know- 
ing how many worthy Families it hath 
ruined. 


eS a ere 
ll. Of PASSAGE. 


WRASSAGE, is a Game at Dice to be 
Lb played at but by Two Perfons 3 and it 
e = ‘ ; 3 / r 

is performed with 3. Dyes. The Cafter 


i Wi 
throws. continually, till he hath thrown 
Doublets 
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Doublets under 10, and then he is out, and 
lofeth; or Doublets above 10, and then 
he paffeth, and wins. High Runners are 
moft requifite for this Game, fuch as will 
rarely run any other Chance, than 4, 5, or 
6; by which Means, if the Cafter throws 
Doublets, he can fearcely throw out. There 
is the fame Advantage of the fmooth Ta- 
per-Box, aforefaid,in this Game, as at Inu 
and Inn, with the like Benefit of the Dice, 
whether by palming, topping, /lurring, ox 
knapping. 





WI. OF HAZARD. 
z- THIS Game is moft properly Denomi- 


A. nated; for it makes a Man, or undoes 
him in the twinkling of an Eye, either 
a Man, or a Moufe. 

Tt is played but with Two Dyes; 20 
Perfons may be engaged, or as many as 
will. 

There are two Things herein, chiefly 
to beobferved, viz. The Main and Chance: 
The Chance is the Cafter’s, and the Maia 
the Setter’s. There can be no Main 
thrown above 9, nor under 3: So that 5, 
6,7; 8, and 9, are all the Mains which are 
flung at Hazard; Chances and Nicks, are 


f ~ 
irom 
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from 4. to 10: Thus 4 is a Chance to 9, § 
to 8,6to 7, 7to6,8tos, and 9 and 1o 
a Chance to 5, 6, 7, and 8: In fhort, 4, 5, 
6, 7, 8,9, and 10, are Chances to any 
Main, if any of thefe nick it not: Now, 
Nicks are either when the Chance is the 
fame with the Main, as 5 and 5, 6 and 6, 
7 and 7, and fo on; or 6 and 12, 7 and 
11, 8 and 12; where note,'that 12 1s owt 
to 93 7, and 5, and If is out to 9, 8, 6, 
and 5: Ames-Ace, and Duce-Ace, are out 
to all Mains whatever. 

That I may the better illuftrate this 
Game, it will not be amifs, to give one 
Example, for your better Information : 
7 is the Mam; the Cafter throws 5, 
and thatis his Chance ; and fo hath 5 to 
7: If the Cafter throws his own Chance, 
he wins all the Money fet him; but ifhe 
throw 7, which was the Main, he muft pay 
as much Money as ison the Table: If 
again, 7 be the Main, and the Cafter throws 
y1,that is a Nick, and {weeps away all the 
Money on the Table; but 1f he throws.a 
Chance, he muft wait which will com 
firft. Laftly, if 7 be the Mai, and the 
Cafter throws Ames- Ace, Duce-Ace, or 12, 
he is out 5 but if he throw from 4 to 10, he 
hath a Chance, tho’ they are accounted 
the worft Chances on the Dice, a3 7 is re= 
puted the beft and eafiett Main tobe ia 

the 
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Thus it isin 8 or 6, if either of them be 
the Main, and the Cafter throws cither 4, 
5; 7, 9,0r Io, this-1s his Chance, which 
if he throw firft, he wins, otherwife lofeth; 
if he throw 12 to8, or 6 to the fame Caft 
with the Main, he wins ; but if Ames-Ace, 
or Duce-Ace to all, he lofeth; or 1f 12, 
when the Main is either 5 or 9. Here 
nothing nicks 5 but 5, nor nothing ¢ but 
9: 4 and 5 to 71s the worft Chance ; be-= 
caufe 4 (nicknamed by the Sharpers, Little 
Dick Fifber) and 5 have but two Chances, 
'Trey-Ace and two Duces, or ‘Trey-Duce 
and Quatre-Ace. Whereas, 7 hath three 
Chances, Cinque Duce, Sice-Ace, and Qua- 
tre- Trey; in like Condition is 9 and Io, 
having but two Chances, Sice- Trey, Cinque 
and Quatre, or Sice-Quatre, and two 
Cinques. 

Now, 6 and 8, one would think, fhould 
admit of no Difference. in Advantage with 
7; but if you willrightly confider the Cafe, 
you will find a great Advantage in 9, over 
6and 8. How can that be? you will fay. 
Hath not 6,7, and 8, e/ght equal Chances? 
For Example: In Sice, Quatre-Duce, 
Cingue-Ace, and two Treys; in 8, /ix Du- 
ces, Cinque- Trey, and two Quatres : And 
hath not 7three,'asaforefaid ? It is confefled. 
But, pray confider the Difadvantagein the 
Doublets, two Treys, and two Quatres, and 
3 you 





ea 


ee 
sew a). 
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you will find that Sice-Duce is fooner 
thrown, than two Quatres; and fo confe- 
quently Cinque-Acc, of Quatre-Duce, 
fooner than two Treys. 

I faw an old Rook once take up a Young 
Fellow ina Tavern uponthis very Bet: ‘The 
Bargain wasmade,that theR ookfhould have 
7 always, and the Young Gentleman 6, and 
throw continually. To Play they went, the 
Rook won the firft Day 10/7, and the next 
Day the like Sum, and fo for fix Days to- 
gether, lofing in all, 60/. Notwithftanding 
the Gentleman, Iam confident, had fair 
Dyes, and threw them always himfelf. 
‘And farther to confirm what I alledged be- 
fore, not only this Gamefter, but many 
more have told me, that they defired no 
ereater Advantage than this Bet, of 7 to 

2, But it istheOpinion of moft, that at 
the firft Throw the Cafter hath the worft 
of it. 

Hazard is certainly the moft bewitching 
Game that is played on the Dice; for when 
a Man begins to play, he knows not when 
to leave off; and having once accuftomed 


himfclf to it, he hardly ever after minds 


any Thing elfe. 
So much for Games without the Lables. 
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LV. OFBILLIAR DS. 
Op HIS polite Amufement is tran 


planted from Ita/y ; and for the Ex- 
cellency of the Recreation is much ap- 
proved of, and played by moft Nations in 
Europe, {pecially in England, there being 
few Towns of Note, which have not 2 
pablick Billiard-Table. Buc there 


j are 
very few Billiard-Tables which are found 
rue 5 and therefore fuch as are exactly le- 


velled, are highly valued by a good Players 
for at a falfe Table, it is impoffible for 
him. to fhew the Euxcellency of his Art 
and Skill, whereby Bunglers many times, 
by knowing the Windings and Trick of 
the ‘Table, have fhamefully beat a very 
good Gamefter, who at a true Table would 
have given him Odds. 

There is belonging to the Table an 
Tvort Port, which ttands at one End ; and 
an Ivory King at the other, t2v6 {mall Ivory 
Balls and two Sticks (callec Mafts.) If 
your Balls are not compleatly round, you 
can never expect good. Proof in your Play, 
‘Lhe Mafts are made of Brazil, Lignutites 
vite, or fome other weighty Wood, which 
at the broad Eind are tipped with Ivory ; 
uf the Heads happen to be loofe, you will 

i never 
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never ftrike a fmart Stroke; but that De- 
fe& is eafily perceived by the hollow 
Deadnefs of your Stroke, and faint run- 
ning of your Ball. 

The Game is 5 by Day-light, (or 7, if 
Odds be given,) and 3 by Candle-light, 
or more, according to Odds, in Houfes 
that make a Livelihood thereof: But in 
Gentlemen’s Houfes there is no fuch Re- 
ftri@tion; for the Game may juftly admic 
of as many as the Gametters pleafe to 
make. | 

For the Lead, you are to ftand on the 
one Side of the ‘lable, oppofite to the 
King, with your Ball \aid near the Cu- 
fhion, and your Adverfary on the other 
in like Pofture; and he that with his Stick 
makes his Ball come neareft the King, leads 
firft. 

The Leader muft have a Care, that at 
the firft Stroke, his Ball touch not the 
End of the Table, leading from the King 
to the Port; but after the firft Stroke, he 
need not fear to do it; and let him fo 
lead, that he may cither bein a Poffibility 
of Paffing the next Stroke, or fo cunning- 
ingly lie, that he may be ina very fair 
Probability of Hazarding his Advyerfary’s 
Ball, the very Stroke he plays after 


bim. 
The 
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The Conteft is, who hall Pafs firft, and 
in that Strife, there are frequent Oppor- 
tunitics of Hazarding one another; and 
it is very pleafant to obferve, what Poli- 
cies are ufed in hindering one another 
from the Pa/s, as by turning the Port with 
a ftrong clever Stroke; for if you turn it 
with your Stick, it muft be fet right a- 
gain; but indeed more properly, he who 
doth it fo fhould lofe One. Sometimes it 
is done (when you fee it is impoflible to 
pafs) by laying your Balin the Port, or 
before your Adverfary’s Bai/, and then 
all he can do is to pa/s after you. If he has 
paffed, and you dare not venture to pa/s 
after him, for fear he fhould in the Inte- 
rim touch the King, and fo win the End, 
you muft wait upon him, and watch all 
Opportunities to Hazard him, or King 
him; that is, when his Ba//liesin fuch a 
Manner, that when you ftrike, his Ball 
may hit down the King, and then you 
win I. 

But, if you fhould King him, and your 
Ball fly over the ‘Table, or elfe run into a 
Hazard, then you lofe 1, 

The Player ought to have a curious 
Eye, and very good Judgment, when he 
either intends to King his Adverfary’s 
Ball, or Hazard it, in taking or quarter- 
ing out juft fo much of the Ball as will 
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accomplifh either ; which Obfervation muft 
be noted in pafyng on your Adverfary’s 
Ball, or Corner of the Port. Some I have 
obferved fo skilful at this Game, that if 
they have had lefs than a 5th Part of a 
Ball, they would rarely mifs King or 
Hazard. 

As this is a genteel Paftime, fo there are 
Laws or Orders made againft Lolling, 
flovenly Players, who by their Forfeitures, 
they may be reduced to Regularity and 
Decency ; wherefore be careful you lay 
not your Hand on the ‘Table when you 
ftrike, or let your Sleeve drag upon it, if 
you do, it isa Lofs; if you fmoak, and 
let the Afhes of your Pipe fall on the 
Table, whereby oftentimes the Cloth 1s 
burnt, itis a Forfeiture; but that fhould 
not fo much deter you from it, as the Hin- 
drance fmoaking is to your Play. 

When you ftrike a long Stroke, hold 
your Maft neatly between your two Fore- 
Fingers and your Thumb, then ftrike 
{martly, and by aiming right, you may, 
when you-pleafe, cither fetch back your 
Adverfary’s Ball when he lies fair for a 
Pa/s, or many ‘Times when He lies behind 
the King, and Youat the other End of the 
Table, you may King him backward. 

If you lie clofe, you may ufe the fmall 
End of your Maft, or the Flat of the big 
End, 
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i 
End, raifing up one End over your Shoul- 
der, a3 you fhall think, more-convenient for 
your Parp ofe 

Have a Oire > of Raking 5 for if it be no 
a Forfeiture, it isa Faule se excular 
bic; but if you touch your Ball twi 
tsa Lofs. 

Beware when you i abb: your Ball through 
the Port, with the Eind of your Stick, thar 
you throw it not down; 1f you a it is a 
Lofs; but doit fo handfome ly, that at 
ons Siroke, without turning ie ‘Port, with 
your Stick, you effect your + Puroofe : Ae 1S 
good Play to turn the Port with your B:s// 
and fo hinder your Adverfary trom We 
fog, neithcr is it a Fault, if you can, ta 
make your Adverfary a For rnicator, that 
is, havi ing p paft your felt a litle War, and 
the other’s Bull being h; rdly through the 
Port, you put him back again, and it may 
be quite out of Pals. 

It argucs Policy to lay a long Hazard 
fometimes for your Antagonift, whereby 
he i is often entrapped for rafhly adventu- 

ing atthat Diftance, which lies very near 
it, he frequently runs ¢# himfelf, by reafon 

of thar great Diitance. 

There is great Art in lying covertly 
that ts, to lie at bo-peep with your Adyer- 
ee either fubtilly to gain a Pafs or 

4Zavrd 
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Here Note, If your Adverfary has not 
patied, and lies up by the King, you may 
endeavour to ‘Pa/s again ; which if you do, 
and touch the King, it is two; but if 
thrown down you lofe. Some inftead of 
a King, ufe a String and a Bell, and then 
you need not tear to have the End,if you 
can Pa/s. ‘Uhis is, in my Judgment, bung- 
ling Play, there being not that curious Art 
of finely touching at a great Diftance a 
King, that ftands very ticklifhly. 

For ‘underftanding of the Game tho- 
roughly, perufe the following Orders. But 
there is no better Way than Practice to 


? 


inake you perfect therein, 
ORDERS to be obferved by fuch as 
Play at Billiards. 


1; if F the Leader touch the End of the 
le with his Ball, at the firft 
Stroke, he lofes 13, 

2. Ifthe Follower intend to hit his Ad- 
verfary’s Ball, or Pafs at one Stroke, he 
muft String his Ball, that is, lay it even 
with the King, or he lofes 1. 

3. He that paffes thro’ the Port, has 
the Advantage of touching the King, 
which is 1, if not thrown down. 

4. He thit pafles twice, his Adverfary 
having not pifled at all, and touches the 
King 
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without throwing him down, wins 

5. He that palies not, has no other Ad- 
vantage than the Hazards. 

6. He that is a Forni: cator, that is, has 
paffed thro’ the Back of the Port, he ree 
pafs twice thro’ the Fore-part, or he can- 
not have the Advantage of cane that 
Exnd, 


if ood = iS > ) a 4 te 5 
7. He that hits down the Port or King, 
ve ete nt A cial a. eee eas 
or Hazards his own Ball, or firikes either 
1] Fe Be |B ah ee 
all over the ‘lable, lofes 1. 
e — 2a By “ c x} h; A 4. (oe ‘oo 
B He that Hazards his Adveriary’s 
2 pea MiTAC ed SAA pany ies gee NY 
Ball. or makes 1t hit down the King, winetn 
4 op au we 
THE RER STC 
Li 4 Da, pe 7 xr yas 3 
9. If Four Perfons play, Two againtt 
: oe ek aL Dk VR 9D hd) 
Two, he that miftakes his Stroke, lofes 1, 
1 ON a igh PO Tay et Ble ey 
to that Side he ts of. 
1 Oe oe Oe ve a i Det oe aad a 
10. He that after both Balls playea, re- 
Pred ee 
la La Po t with Ont mY Tt { . ol rea) | 3 
moves tne Fort Withnoue ment, OF Trikes 


cm 


y 
ti} touch nis Ofick, frand, Cloaths, 


or Pry his Adverfary’s Ball, lofes 1 

He that fets not one Foot upon the 
Sr FaHe when he ftrikes his Ball, fhall lofe 
an End; or the fame, if he lays his Hanc 
or Riese on the Cloth. 
ISLS ANSE mec hit tho’ he bets, fhall not 


inftruc, direct, foeak in the Game, 
without Con fast, or nae firft asked ; 11 


after he is. advertife 
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this Nee for every Maule he fhall ine || 
ftantly forfeit Two-pence, for the Good of 
the aban or not be fuflered to ftay in 
the Room. 

13, He that plays a Ball, while the 
other runs; or takes up a Bail before it lie 
ftill, lofes an End, 

14, He that removes the Port with his 


Stick, when ke ftrikes his Ball, and there- 


by prevents his Adverfary’s Ball from pac 
fing lofes an End. 

15. All Co Hue: are to be decided 
by the Standers-by, upon asking Judg- 
ment. Whoever bpeyles the Kite, forfeits 
1s. for the Po rt los. and each Stick td t 





The ORDERS ofa BILLIARD 
7 4B LE, very Ancient. 
13 oh HE leading Ball the upper Endmayu’t bit, 
For if it does, it lofes ome byit: 
2. The Follower with the King lie even fhall, 
Ifhedoes pefs, or 4:2 the other’s Bal! 


> 


Crelfe lofe Gwe: The itke, if either lay 
Their Arm. or Hand on Bi ca when they do play 
3. Phat Man wins ove who with the other’s Ball 
So ftrikes the King, thathe doth make him fall. 
4. If flriking at a Fiazard both runzz, 
The Ball ftruck at thereby an Evd fthall win 
x. Helofes ove that down the Pert does fling; 


The like does he that joftles down the Kiue. 
6 He 
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6. He that in Play the adverfe Ball fhall touch 
With Stick, Hand, or Cloaths, forfeits jufa 
mineh.. 
7. And hethat ¢wice has pafs'dthall touch the King, 
The other not pafs’d at all fhall two Ends win. 
8. If both the Balls over the Table fly,. 
The Striker of them lofes ove thereby. 
And if but ove upon the Board attend, 
The Striker’s ftill the Lofer ofthe End. 
9. One Foot upon the Ground muft {lil be fer, , 
Or one End’s Ic ft; if youdo that forget; 
Andif you twice fhall touch a Ball e’re he 
Hath fruck between, an End for himis free. 
ro. [fany Stander-by thall chance to Ber, 
And will inftru&, hethen muft pay the Set.. 
The Port or.King being fer, who moves. the» 
fame 
With Hand or Stick, thall lofethat End or Game, 
2. Hethat can touch,being pafs’d, or ftrike the 
other: 
Into the Hazard is allow’d another. 
13. If aay Stander-by fhall flop a Ball, 
The Game being loft thereby, he pays for all 
14. If any Pafs be ftricken back again, 
it Pafs before fhall be accounted vain. 
. He that breaks any Thing with Violence, 
King, Port, or Stick, isto make good th’ Offence. » 
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16, Ifany not the Game doth fully know, 
May ask another whether it be fo. 
Remember alfo when the Game you win, 
To fet it up for fear of Wrangleing. 
17. Hethat doth make his Ballthe King light hit, 
And holes the other, fcores two Ends for it. 





V. Of French BILLIARDS. 


~O called from their Manner of Play- 
. 9 ing the Game, which is only with Ma/ts 
and Balls: Port and King being now 
wholly laid afide. 
»* The Balls ufed at Billards, as played 
after the French Manner, are much larger 
than thofe abovementioned; andthe Rules 
of the Game are as follow, viz. 


OR DER §& to be obferved at the 
French BIL LIAR D-TABLE. 


E,.OR the Lead, put the Ball at one 
c End, and play to be neareft the 
.  Cuthion next to you. 3 
TI The neareft to the Cufhion fhall lead, 
and chufe which Ball he pleafes. 

Ill. If the Leader holes himfelf at the 
firft Stroke; he lofes the Lead. 

IV. He who follows the Leader, muft 
ftand within che Corner of the ‘Table. 

V. He 
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V. He who plays upon the ruaning Ball, 
Lofetin: Tr. 

VI. He who toucheth the Ball twice, 
lofeth 1. 

VII. He who toucheth both Balls, lofeth 


7 

VIII. He who holes both Balls, lofeth 2. 

IX. He who ftrikes upon his Adverfary’s 
Ball, and holes himfelf, lofeth 2. 

X, He who plays againft the Ball, not 
ftriking it, but holes himfelf, lofeth 3. 
XI. He who does not hit his Adverfary’s 

Ball, lofeth 1. 

XII. He who ftrikes both Balls over the 
Table, lofeth 2. 

NIU. He who ftrikes his’ Ball over the 
Table, and does not hit his Adverfary’s 
Ball, lofeth 32. 

XIV. He who retains the End of his Ad- 
verfary’s Stick when playing, lofeth 1. 
XV. He who plays another's Ball with- 

out Leave, lofeth 1. 

XVI. He who takes up his Ball without 
out Permiffion, lofeth 1. 

XVIL He who ftops the Ball, when run- 
ning, lofeth 1; and if near the Hole, he 

XVI. He who blows upon the Ball, 

inning, lofeth 13’ and if near the 


ral 

La 
4 
Ty 
= 
Thera 
> ° 
Gc 
par 
— 
J 

pas 
i 





84 The Compreat Gamesver. Part IIT. 


NIX. He who thakes the able when the 
Ball ts running, lofeth 1. 

XK XK. He who iirikes the “Vable with the 
Stick, or plays before his ‘Lurn, lofeth 1. 

. Fe who throws the Stick. upon the 
‘Table, and hits the Ball, lofeth 1, 

XXII, If the Ball ftands upon the Edge 
of the Hole, and aiter falls 1 in, it is No- 
thing, but muft be fent where it was be- 
fore, 

MILL. If any Perfon, not being one of 
the G.meiters, flops a Ball, the Ball mutt 
ftand in the Place where it was ease 

XXIV. He who plays without a Foot 
upon the Ground, lofeth 1. 

“XV. He who feaves the Game before it 
13 ended, lofcth ig, 

XXVIL Any Gamefter may change his 
Stick in Pi py 
A XVIT. If any Perfon breaks a Stick, or 
the Mace,. be muft pay Six-pence for 
the Stick and two Shillings for the 
Mace. 

A XVII If any Difference arife about 
falle Play, the Marker of the Game 

muft decide if. 

XX XK. ‘Thofe Perfons who «0 rot play, 
muft not ttand near the ‘Table, but give 
the Gamefters Koom enough to p lay. 

AXX. Whoever laysany Bet, and is not 

a Player himfelf, he muit not give any 

Advice relating to the Game. f 
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I now draw to a Conclufion of this. 
Treatife ; but think it very proper to note, 
it is my Duty to remind you, ‘(hat in the 
general Courfe of Play there is no Safety in 
any Game whatever. 

[ fhall inftance a remarkable Piece of 
Knavery, that is well known tothe Lown, 
tho’ at prefent not much thought of, which 
was committed a few Years paft by a Per- 
fon who was grown weary of lcading a fo- 
litary Life behind the Counter, fo turned 
Gentleman at large, in Expectation of ma- 
king his Fortune much quicker than by 
dint of Labour and Induftry. He toon 
became Mafter in the Art and Myftery of 
Billiards, as will appear by the Sequel of 
the Story. 

R. and B. two Perfons of Diftinction, 
made it their Diverfion to meet every Day 
in Pall-Pull, and pafs away many Hours. 
at Billiards, which brought a vaft Con- 
courfe of People together to fee them play, 
tho’ at the firft Outfet they played but for 
Trifles, R. was a better Player than B, 
therefore to make the Match as cqual as 
potlible, R. gave B, One; whichreally made 
every Game fo uncertain, that any one 

might have had his Choice, altho’ it were 
for :00/, At length they came to play for 
confiderable Sums; which took Wiad, and 
drew 
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drew all the Sharpers about the ‘Town to 
the Place. 

This Match continued fome ‘Time with 
little or no Advantage to cither Side: ‘The 
Sharpers took R’s Side, knowing him to be 
the better Player; and he was always fe- 
date and cool, win or lofe 5 yet it did not 
anfwer their .xpectations, the Games were 
always precarious, and betting Money that 
way was thought to be like licking Honey 
off of ‘Thorns ; they refolved therefore to 
ftand neuter till an Expedient could be 
found out to caufe B.to beat R. and it was 
not long before they effected it, as will ap-. 

pig ag : 
pear inflantly. You muft know, that both 
R.and B. bought their own Sticks, and were 
fo very curious, that they had Drawers, 
with Lock and Key, made foreach of them 
to put their Sticks into, in the Bi/ard 
Room. 

After many Debates how thefe Sharpers 
were to take-in the whole Company, the 
Perfon that quitted the Counter (whom I 
fhall call £.) was thought the propereft Per- 
fon to put this Defign in Execution. 

The firft Step he took was to pofiefs 
himfelf of R’s favourite Stick, which he 
conftantly played with, Notwithftanding the 
Lock and Key, he took it away unknown 
to any but his Companions; he had prepa- 
red.an Inftrument, made for the purpofe, 

to 
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Of French BILLIARD de 87 
to fhave or pare away each End of the 
Stick, and leave, in the Center, a Rifing une 
 difcernable to the Eye of the moft Curious, 
and then put the Stick again in its Place. 

When R. came aftegwards to play with 
the Stick, B. beat him feyeral advantageous 
Games; for R. frequently ufed to hit B’s 
Ball on the wrong Side, fo put himfelf in, 
imagining all this Time that his Hand was 
out, not in the leaft fufpecting the Fault 
to lie inthe Stick: The Confederacy by 
this had their Ends, and pufhed on the 
Vidtory. At laft the Man of the Houfe 
(not being in the Secret, and having loft 
his Money by backing R.) fufpected the 
Cheat; and upon Enquiry, he found out 
the Caufe, and ftrait acquainted R. with 
it ; which furprized him mightily for the 
prefent, perfectly knowing B. to bea Man 
of more Honour than to be capable of act- 
ing fuch a Part. R. finding himfelf thus 
furrounded by Thieves and Sharpers, never 
came to the Houfe afterwards: This, you 
may believe, caufed foine Talk and Noife 
in the Lown; but the Affair ended thus: 
Every one kept what they had got, the 
Man of the Houfe loft both his Money, 
and two very great Benefactors ; and all 
the Satisfaction that he ever got, was, atiait 
to find out the Place where EZ. had boug 
the Inftrument. 
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To conclude : “ The Sons of our No- 
bility, and the Heirs to large and plen- 
tiful Eftates, efpecially thofe who be- 
come too early their own Mafters, are 
the Victims of Sharpers 5 they are made 
the Prey of thofe reafoning Savages, 
thofe Man-hunters, that form vile Afioci- 
ations with an Intent to overturn as 
many honeft Societies as they can} and’ 
only live in Peace together, by bein 
united in a Confederacy to fpread De- 
folation and Confufion amonett the beft 
Families inthe Kingdom. ‘The very 
Heads of fuch Families miy not tm-- 
properly be called the Game of (what 
they with a. juft Derifion of their own 
Vilenefs term) the. Gambling Frater=. 
nity.” , 




























POSTSCRIPT. 


Concerning the GAME of Faro. 





A LTHOUGH Basser and Faro 
if %& have been forbidden in France, up- 
on fevere Penalties, yet both Games have 
been, and ftill continue, in mighty Vogue 
in England, efpecially Baro: ‘he Rea- 
fons are, 

I, "Vhe Game is very cafy to learn. 

I}, Tt appears to be very fair. 
ILI: It is a very quiet Game. 

But as it isthe mof dangerous Game for 
the Deftruétion of Families, that ever was 
invented: And having fhewn the Frauds 
of Basser, I thought it not improper to 
clofe All with a few ua/eful Obfervations 
concerning the G:me of Faro, 

A Gentleman who was pleafed, about 
ten Years ago, to calculate the Odds at 
Faro, gave a very favourable Report of 
it to the Town; fo every one took it up- 
on Truft, without farther Fnquiry. 1 fhall 
only fay, it was lucky for the F'aro- 
Bankers, that the Game was fo great a 
otranger 
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Stranger to us, at its firft Arrival, as not to 


be, foon, sear y underftood. 
T will not pretend to fay what they are at 
this Day; but this I am well aflured of, that 
every Pull (#.e. the Card drawn on each 
Side) makes the Odds vary through=- 
yut the Pack, as will be proved prefently : 
For as the Doublets are a confiderable 
Branch. of the Profits and Advantages of 
the Game for the Bank, and the coming 
of thofe Doublets being {o doubt nik that 
it may be faid the Cal iculation can only 
e made. upon Suppofition; I therefore 
| now proceed to: prove, that Faro ma 
played to more or lefs Advantage : 
pofe al rite to put down 205, upon ¢ 
Card, when only 8 are in (as has been 
freque atly “feen) every one that pla 
knows that the laft Card ‘is a Cypher, 
therefore you have 
3 only to win, the Odds againft you is 
4 to 3, a 7th Part of Money given 
away, which is about and 310 @ in 
205.3; ina rool itis 14/95, 8d. 2 per 
Cent. Likewife when ten Cards only are 
in, then itis 5 to 4 againft you, a oth Part 
of the M atts aces fo in Proportion 
throughout the Pack. I Cops now ta 
common Senfe, whether the Game may 
not be play’d to more or lefs rel oaemeae 
tho’ I have heard fome Men. confide 
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Of the GAME of FARO. 91 
affirm, that the Game is the fame, play 
it which Way you will; and their Igno- 
rance, has led them to offer to lay 
Wagers of it; for which Reafon_ it 
has been believed, without farther En- 
quiry. I fay, it was a very good Bait to 
catch Fifh with. However, to proceed, 
the Odds from the beginning of a Dea! 
are almoft infenfibly ftealing upon you 
every Pull, till from the firft fuppofed 4 
per Cent. it becomes, you fee, 14/7. 55. 
8 d.43; Lhope a fair Demonftration. It 
may be thought not unreafonable to con- 
fent to thefe Odds (if no other Advan- 
tages were made ufe of) on the Banker's 
Side, by Reafon of the vaft Expences 
that attend a Faro-Bank, befides the Ate. 
tendants and Lofs of ‘Time. I affure 
you, that thofe Odds before mentioned 
have not been thought fufficient, as I will 
leave to your own Judgment when the. 
Charges are fairly ftated, which will a- 
mount to the Sum hereafter charged. 
However, without lofing much ‘Time, 
I thall inftance a remarKable ‘hing, that 
hath not been fo ftri€tly obferved, as to 
alter the Cuftom of taking the Premier, 
when 2 Cards are put down, and.a Premier 
put before them. 
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Suppofe a King and Queen a Guinca 
each, and a Guinea the Premier, After 
which, fome Pa/ls pafs, at laft up comes 
the King on the right Hand for the Barker, 
and the Queen oa thé left for the Punter; 
the Dealer takes the Premier, as his Richt3 
without ever blufhing; which ts a very 
great Injuftice inthis Game 3 for he ought 
to take nothing, fince he might as well 
take it out of your Pocket. 

Obferve, that the rt Card, being pulled 
or drawn, is not valid till the /econd ap- 
pears; therefore the 2 Cards may, in one 


Senfe, be faid to be but ove Pull; for they . 


are fo much ove, and have fauch Depen- 
dance on each other, that if the /ecoud 
Card is never pulled, the firft is ufelefs, 
So when thefe Accidents happen, as they 
frequently do, you neither wih nor lofe, 
Ou the contrary, if the King comes, and the 
Qaeen does not follow the fame Pull, the 

ealer then has a Right to the Premier; 
but not otherwife. 

But the general Part of Mankind have 
fuffered themfelves to be impofed on, with- 


out ever confidering the Inequality of 


fuch a Stake, “Fis a plain Demonftrati- 
on, that they did not know what they 
were doing ; if they had, they would not 
have complied with it. 
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Of theGAME.o FARO. 93 
This Advantage taken by-our English 
Bankers was never allowed in Spaiv nor 
Portugal, where | prefume the Game is 
as well underftood as in England. I well 
remember an Accident which happened 
to a Foreigner, (who {poke a Language 
the Company did not underftand,) which 
caus’d as great a Confufion as ever I faw 5 
and this only about a Crown-piece. At 
Length the Stranger made Signs to prove 
and thew them he had lof nothing. In 
the Interim comes in a Gentleman who 
underiood the Foreigner, and appeafed 
the Matter for the prefent; and it was 
mutually agreed, that the Crown fhould 
be left in Poffeflion of the Bank, till it 
could be determined by Men of Judg- 
ment. Accordingly the next Day it was 
judged in favour of the Foreigner, that 
it was unprecedented abroad: ‘The Crown 
was returned, and the Affair amicably 
ended. Notwithftanding this, the Faro 
3ankers have believ’d they might be 
more free with their own Countrymen 
than Foreigners, and therefore have con- 
tinued their firft Cuftom to this Day. 
The Expences of a Faro Bank in all 
its Particulars, of Servants, Houfe-Rent, a 
Groupe, Puffs, and other incidental Charges, 
of Candles, Wine, Arrack-Punch, Sup- 
pers, and Safe-GuardMoney, €#¢. have, 
in 
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in Covent-Garden, amounted’ to above 
1000 /. per Annum. 

As Faro, is the Daughter of Bafet, the 
Fair-Chance, or (Card-Table,) is the Grand- 
Daughter of Faro. All alike notorious 
Frauds, there being not any Perfons, ex- 
cept the Profeffors themfelves, who can 
be faid to be let into the Secret Springs 
of PLAY. 
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BOOKS of ENTERTAINMENT print- 
ed for E. Curt, in Burlezgh- Street 
inthe Strand. 


I. PYERUVIAN TALES, related in 

one thoufand and one,Hours, by 

one of the felect Virgins of Cu/co, to the 

| Ynca of Peru, to difwade him trom a Re- 

| folution he had taken to deftroy Himfelf 

by Poifon. Interfpers’d with Curious and 

J; Hiftorical Remarks, explaining the Reli- 

| gious and Crvil Cuftoms and Ceremonics 

of the antient Inhabitants of that great 

Empire. Tranflated from the original 

French. By Samuel Humphreys Efq; 
Pee tice. 3's. 


| Il. The Reward of Chaftity: Iluftrated 
| ithe Adventures of Theagenes and Chari- 
ia: A Romance. Being the Rife, Pro- 
/} gefs, Trials, and happy Succefs of the 
| xferoic Love of thofe illuftrious Perfons. 
Written originally in Greek, by Heliodorus, 
Bifhop of Tricea, in the fourth Century of 
Chriftianity ; who chofe to be depriv’d of 
his Bifhoprick, rather than deftroy this 
Book, defigned by him for the Promoti- 
on of virtuous Love. Made Evelifh from 
the Greek Original. With a Character of 
the Author, and his Work. By Sir 
Richard Blackmore, Knt. M.D. 2 Vols. 
Price.$. 5 
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BOOKS of EnrerrainMEnt print- 
ed for J. Milford in St. Paul's 
Church-yard. 


ARGALUS and Parthenia. Originally 

compil’d in Profe, by Sir Philip Sid- 
ney; and afterwards done into Verie by 
Francis Quarles Efq; In three Books. 
Adorn’d with thirty Copper Plates, to il- 
luftrate the Story; and the Life of the 
Author, now firft prefix’d. Together with 
explanatory’ Tables to the Cuts, now firft 
added. Printed ina neat Pocket. Volume. 
pr. 2564, | 

NB. New Editions of the two follow- 
ing Books are now in the Prefs, and will 
fpeedily be publith’d. 

1. Morie Encomiums; or the Praife of 
Folly. Made Exglifh from the Latin of 
Defiderius Evafimus, _ by White Kennet, 
of St. Edinund Hall, Oxon, \ate Lord Bi- 
shop of Peterborough. Adorn’d with forty 
fix Copper Plates, from the Defigns of the 
celebrated Haws Holbein, together with the 
Effigics of Era/mus and Sir J homas More, 
very neatly engraven. pr. 3s. 

1]. Thefaurus Anigmaticus , or,a Collec- 
tion of the moft ingenious and diverting 
7Enigma’s or Riddles, with their Explan- 
ations ; the Whole being defign’d for uni- 
verfal Entertainment; and in particular for 
the Exercife of the Fancies of the Curious. 

The 2d Edit. withlarge Additions. pr. 25.64. 














